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INTRODUCTION 






Powers. Deities, Oftda. All arc names for the highest 
high-ups of the mu hi verse, the endless, ldb measurably 
powerful bloods who lord ii over mortal beings and 
draw strength from the culled ive beliefs of I heir won 
shitHTS, Most tolls think the powers Eire- unknowable and unapproachable - 
and they‘re right Kuc any berk whu wants so understand the workings of the 
planes'd betier pick up as much chanl as he can about the gods, their servants, 
and their homes. 


♦ wha>> rats iliddk n ♦ 

On flitUonwd Ground is . . about the most inlluenltal powers of the 

Aid'll) muttiverse - primarily, those who dabble in she affairs of humans and 
deniihumans, alum, with u scattering of those whose portfolios include the 
guardianship of ml ci i ices, i ruth It) tell, it's really more about the realms, 
Jigenis, and idssals or (lie deities, fur what lucky [or unlucky] berk ever meets id 
god fnce-tn- lace'fj. 
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flut tills book is more ihan an encyclopedia isf powers. The first C> L 3 pages of Ott Haliouvd Ground 
look hi other facets til'divinity. For example, a body'll read all about priests, bow they deal with iheir 
deilk% and how the planes affect their skills. New rules, suggestions, and mon lie here]it. including die 
dark oi power keys, holy symbols, rival faiths, and the perks (and drawbacks] of both deties and priests 
uf sped lie powers 

A body'll also learn nil about the proxies of said powers iheir persona lilies. Iheir forms anti abil¬ 
ities, and their divine challenges, A Dungeon Master can pick up helpful chain on how tu grant special 
powers to proxies, not to mention how to ium pel ft loners, planars, and even player characters into 
agents of lhe gods. 

Next up are the petitioners, the mysterious, sods who spend their a iter lives in the pursuit of meaning, 
looking to grow ever closer lo Iheir gods or iheir planes. On italhived Ground at last gives some answers 
as to why petitioners are the way they lire, what they strive for and how they go nbatn ii, nod exactly 
what happens when a mortal spells finger uses n re mm gory m dial with (or tiring hack) a dead spirit, 
Another chapter hanks squarely al ihe powers ihemsdvcs, tackling the big questions of the multi- 
verse. Where did the deities come from? Where are they guimg? And whai do they do while ihey'ru here? 
Mortals may not be able to tumble 10 the ways of the puds, bill dial duesiTt mean the powers are as 
Highly (is the wind. They exist within u delicate balance ot subtle politics, friendly agreements, and 
(when necessary] brute force. 










Course, when if comes in iiie 
powers, plana rs and primes see things 
through different eyes, f olks hum 
;i ihL bred on the Outer Planes are 
often Fa cri oncers or planewalkm, 
and their diverse opinions color 
their views of Ihe gods. The "Planar 
Affairs" chapter deals with such concerns, 
and also describes a handful of near- 
powers who rose not through prime- 
material belief but their own strength and will 

The last section of On Hallowed Ground before the pan¬ 
theon chapters looks at the workings of the divine realms. 
These pages explore the nature of hallowed land, what a 
body's likely to find there, and what steps lie can rake to 
make sure Sic comes out alive. As far as the Dungeon 
Master’s concerned, this chant‘s more a springboard than a 
detailed guide, with advice nn how to deal with a realm 
fairly while keeping the scope of the planes firmly in mind. 
Pages ou through 17S present the various powers of the 
multiverse. 111 is chunk of On Hallowed Ground features gods 
of deimhuman races (dwarves, elves, gnomes, and halflingsJl, 
monstrous races (goblins, ores, and others), and prime-mate¬ 
rial ADEtD settings (Aetarynis, Krynn, fieriln, and loril}, as 
well as ten pantheons worshiped by the humans of the cos 
mos (Babylonian, Celtic, Chinese, Egyptian. Finnish, Greek, 
Indian, Japanese, Norse, and Sumerian), Usually, the leader 
nT each pantheon is described first, followed hy the remain¬ 
der of the powers in alphabetical order. 

Next, the appendices lisi the basic facts about each 
power. Appendix I, starting on page l?2, is organized hy 
pantheon; Appendix 13. starting on page ItfJ, is arranged hy 
sphere of influence. Both are handy reference tools. After all, 
sometimes a body just wants to glance at the Egyptian gods, 
or find all the powers of war. What's more, the appendices 
provide information on many deities [including dead gods) 
who aren't written up elsewhere in On I fallowed Ground. 

Finally, the last two pages present an alphabetical index 
of all powers in the hook. The index includes not only the 
god* with fully detailed entries, but also those who just have 
li brief listing in one of the pantheon charts or append! ccs. 

Note that some informal ion from previous ADflD 
sources on the powers has been slightly updated and revised. 
Bui don't worry - the changes arc so minor chat few folks'll 
even notice. 

WHA+ THIS B©©K. 

♦ IS N®+ ♦ 

Dir Hut lowed Ground isn't supposed in he an exhaustive 
iheology on the powers, or □ detailed description of every 
power that ever was or ever will be. Pure and simple, it's a 
book about how the deities fit into the Plane scape™ cam¬ 
paign setting, and how Lhcy interact with each other and 
their Followers, It's meant for the ADflD game, nol real-life 


reference, A berk 
looking for loud his¬ 
torical accuracy had lies I look 
elsewhere, (hr Mfl/Jotm/ Ground 
is a tjwuc supplement, Lind 
as such i he author has 
[Eiktut certain liberties with 
various characters. Ship, 
the chant on the powers has a grain 
of iruEh, bui il (writ provide wholly 
factual information while remaining 
true 10 the spirit of the game. Most pantheons insist that 
tJieyVe the bloods oji top of the cosmos, and how can that be 
true For alt of 'em? 

What’s Tunrc, don't think the gods thai’re fully detailed 
in this book are preferred over others that'rejust touched nn 
(or left noi altogether!, There’s bound to be disagreement 
over how the pantheons are organized, which've been 
granted the most space, and which vc been given short slnift. 
Again. Du Hallowed Ground tries to focus on chant that 
ADflD Dungeon Masters anti players'll find the most useful. 

Lastly, the actual existence of these powers a in’s (he 
question here after all, the multi verse holds 1ms of myster 
ies. As far els On Hallowed Ground goes, the Important thing 
i* how the powers fit into the ADflD game, and how they 
work best when melded with the philosophy of (he 
Pi A Nescafe campaign setting. 

♦ WH© SHSULD READ l+? ♦ 

On Hallowed Ground Is intended for every Planescape player 
and Dungeon Master, But the hook holds a few mysteries 
that aren’t meant for players 1 eyes. Thus, a DM should go 
through ihe hook first and determine what’s suitable for his 
players and what’s not. It all depends on the campaign — 
some DMs might tel a body read On Had owed Ground From 
cover to cover, while others might keep certain pnrts dark. 

It’s best i f players don’t comb through each of the pan- 
1 1 in H i ch i| lies. || ,i playei wants m in-ale ,i il .r;n. ici link'd 
on a specific power’s ideals, the DM ean let him read just that 
sect ion, fifths introductory material (pages l-S ! )|, DMs 
should let players read the new rules for priest characters (in 
the “Tr tests" chapter I, the powers Favored hy p la new si kept 
and Factions (in the "Planar Affairs" chapter), and whatever 
else they think the players need In know. 

Players should definitely look through the appendices in 
i lie hack of the book, so they can get an Idea of the organi¬ 
zation of powers, pantheons, ant] portfolios. 

4- G © D S. G © D S. G © D S 4 

The biggest section cd On Hallowed Ground is devoted to ihr 
powers of the planes, their proxies, and their realms. Not till 
of the powers in existence arc represented. See, some don't 
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take much of an in teres [ in any prime-material 
world bin thfir own. and others simply prefer 
to remain hidden. 

Nnturally* it's impossible to 
detail all the many gods and 
iheir realms., Foribe smaller 
p;mi Moons* Du Hallowed 
Ground gives fat the very least) an overview of each power 
and Ins or her realm. For the larger pantheons* the hook fo 
cusps nri the most important powers or those with the most 
interesting realms. 

Five pantheons the Celtic, dwarvish, elvish. Greek, 
and Norse — Eire fully detailed eis examples for the Dungeon 
Master. These pantheons pervade the cosmos; they're among 
the most in Hu end ei I across the Outer Planes and the Prime- 
Sure. other pantheons are just as importani in their own 
spheres of influence, but they pay more attention to those 
spheres than to the larger picture. As a result, they're just not 
ms involved in planar affairs as the five detailed pantheons. 

No matter how extensively a power's covered, his entry 
follows tins general pattern: 



After tlie quick look at each 
power, a hody'l] find a longer description of the 
deify. Most of these entries describe the power's 
thoughts and ideals* eis well Eis the nature of the realm 
and those who dwell there. Entries for more influential gods 
also spotlight relationships with other deities, and a capsule 
of lilt stories and legends that helped make the powers whal 
they Lire today. 

longer entries also describe the most important proxy 
for proxies) of [lie power, ihc blood who does I lie most to 
carry out his high-up’s wishes, 

N 11 !‘l Stunt 1 entries don't have a separate f i l'i i 
line. For gods of the live fully detailed pantheons, chant 
about the proxies appears in the 
writeup for each deity. And 
gods oi ihe single-sphere pan¬ 
theons |the powers of the ADftD 
game campaign settings) are limited 
to their own prime-material worlds; 
few create proxies to venture about on the 
planes. 



PeWH'S N A Til E 

Status {CtiniUT, Ics :.sfv, etc.}, "CfJftftWftj Nmnc" 

\ i The power's area of control - the spheres in which he 
maintains interest and/or those his worshipers invoke 
for luck. 

The power's alignment, 

W M fhe worshipers’ align mem lor interest; For example, 
the god Apshal is worshiped by furriers]. 

S 1 'E'he power's holy or unholy symbol, usually seen in 
temples or worn around the necks of priests. 

11 ' l The name of (he plane* layer, and realm dial (he 

power calls home. Tor planes that aren’t broken down 
into layers (like Mechaiuis)* this category just says I! 
r/R. 

k 'i I’ Just what il says; ! 3 lc known proxy [or 

proxies) of the power. These murk's follow ibe standard 
Planf.m ape nnnplayer character formal of (origin/sex ft 
race/class fi level/fact ion /align merit l So, fur example, if 
a proxy named Auspel were listed as (l'i/9 human/Fit/ 
Faied/N), it would mean she were a planar, a female 
human, an llth-level lighter, el mernher of the Fated, 
arid neutral in alignment. Note that proxies listed as 
priests [PI Eire assumed to be specially pm'sls of their 
deity — not defies. 

Only one or two proxies are listed for most powers. 
They're the cutlers who've made themselves most 
visible, ur who re currently in favor with their gods. 
Naturally, most powers maintain far more than just a 
proxy or two. Some, though, have no known proxies 
Listed. Thufs because rhose gods haven't created any. or 
because they use proxies so elusive and subtle that a 
body'd never know the blonds were divine agents. 


♦ ffi + H£R. S © U RC £ S ♦ 

Obviously, On ! tallowed Ground doesn't have the room to 
describe every known power in (he multiverse, or the space 
to relate every hil of chant ahnul those who air included, A 
blood in search td' more detail eim turn to Ehe following 
sources: 

♦ legends ft Tore |2I08], which looks eli pnwctx of nu¬ 
merous human pantheons; note lIuli the Sumerian, 
Babylonian, and Finnish pantheons appear only in 
Dtdiit's ft /Jewr0rtffv" , '{. J .C)li). As of this writing, hoih 
books are out of print. 

♦ Monster Mythology [2 1:20), which tea tores gods of 
many non human races, ineluding deni i humans 
(elves* dwarves* gimmes, and ha tilings]; 

Fatihs ft Avatars (9516), a volume on the deities of 
Toril. ihe FoRnomft Eii ,\| Ms* setting (for a briefer 
overview, consult the revised Forgotten Realms 
Campaign Sot ting boxed set, 109 S); 

+ the Ta les of the lance boxed set (1074), which 
looks at Ihe powers of Krynn, the world of Ehe 
Draguhlanu** saga; 

+ die BlMHREGHT®' Campaign Setting boxed sl'I (J100)* 
which includes ihe powers of Acbrynis; 

♦ From the Ashea 1106-1], a boxed set with chant on 
the powers of Gerth, the Gmvhawk* setting: and 

+ The Planescape Planes of Chaus (2603), Pta ncs of 
Conflict {2616), and Planes of Law 12607] boxed 
sets, which provide more details aboul many of the 
realms discussed in Du Hallowed Ground. 
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On iOuter Planes, priests play ll much mart important role than anyone’d ever give them 
credit lor on the Prime. As the seat of mortal belief, lbe Outer Plants are fiercely contested, and 


every priest is an important piece in the games of the powers. For one 
thing, iJtt cut hts are j ha I much closer to their gods, that much more able to 
tumble to divine interns. Think ahmn it: A priest can head For his deity's 
realm ant] ask a high-up there exactly what it is the power warns of him - 



mitt he'll most likely gel an answer. 

Because of that Firm grip on (he ear of die powers, priests or the Outer Planes are more re- 



hy their foes, since their travels girobably require Ehcm rn pass through realms of unfriendly 

gods now ami again, Bui overall, most bashers on the planes rior¬ 
um 1 h healthy blend of respect and fear far priests, and arc 



peery of angering them without knowing 
where they stand. I hose who aren't wary 


Ibid themselves as 
ashes, dispersing 
in lhe winds. 


A priest can't 


gel by just tin good 
will or reputation, 


though, ^ure, plenty of berks 
a re scared of priests, but there's always something tougher out 
there. To survive, a priest needs a keen mind, a strong arm, and 
the will to enforce his power's edicts — not to mention the 


; :5Lv 


sense m beat a hasty retreat when a foe proves loo 
strong. 
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No doubt Eibunt il; Priests on the planes are no 
berks to mess with. Anyone who LrLes'd hetier he ready 
to give the laugh to a god (and a host of servants} lor 
the rest of his life, See, powers look nut For rheir 


charges, anti word travels Fast, That may well be one of the most potent 
weapons at a priest's disposal not everyone has an entire religion 
ready to avenge wrongs done him. Truth to tell, not every priest tines, 
either, bin a body just can't be sure. Why lake chances? 


YEAH? 
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♦ CLCRICS AND SPCCIAI- + V PR.HE5 + S ♦ 
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Some folks still muddle ibe line between priests and clerics. Actually, they both Fail under the 
banner of "priest,’' admin islering to □ dock of the faithful and serving ihe needs of their pow¬ 
ers, But the real difference Is in Focus. A specially priest throws in with one particular god, 
while ei cleric tries to keep a more open mind. 

That is, a cleric worships a cause, n pantheon, or one deity firs! and a group second. 
I hey Ye the common priests of roost cultures, the ones who uphold a single tenet hut support 
others equally. For example, a dwarf cleric might reserve special praise fur Chingeddin Silver- 
beard while still offering prayers tu ihe oilier powers of the pantheon. And he's not trying to 
have his cake and eat it, loo - he holds it 11 the gods clear, even though he happens in prefer one. 
Fuel is, the cleric draws power From ihe entire pantheon, even those deities with whom lie per 
socially disagrees. 

A cleric can choose from a huge range of spells, drawing on the strengths of his gods to 
aid him in many different situations, lie has minor access to ihe elemental sphere and major ac 
cess to the rest (excepting only the animal, plant, and weather spheres], A cleric also has ihe 
ability 10 turn undcad, which many specially priests forfeit. Simply put, he’s sustained by his 
belief in the enlire pantheon and well-liked by ihe whole group. Thus, he can find aid among 
priests of ihe other powers (most of 'em, anyway], and is welcome almost anywhere the pan¬ 
theon holds sway. 


♦ 10 4 












A specialty priest, on the other hand, follows and upholds 
the tenets of only owe power. He undergoes rigorous tests to 
tleiermint' his aptitude for(hat particular lira ml of priesthood, 
□nee accepted, lie works only toward advancing the glory of 
his god and no other He might cooperate with priests of the 
nc.’s< of [hu pantheon, 1 ml he won't venerate the other powers. 

E ; or his single-minded devotion, he's granted special 
abilities to use in furthering the cause (which vary depending 
on the power). For example, a specialty priest may he able to 
use edged weapons (depending on what Ins deiry favors], and 
may he able to break ndes that hind the clerics of his reli¬ 
gion. He's one of lhe god’s chosen, and lie knows j(. As n 
proselytizer of the faith, he rarely sirs at home, but is instead 
expected to spread the word. 

Unfortunately, lie sacrifices a lew benefits granted to 
clerics - for instance, most specialty priests can't turn un¬ 
dead. What's more, while he's beloved of his chosen deity, 
he's less than adored by the rest of the pantheon. Thus, he 
cun expect aid only from his brethren. He might receive il 
from priests of like-minded gods. He’ll be lucky to get a nod 
front any of [he rubers. And when a specialty pries I leaves 
the home realm, he's welcomed only among folks who chink 
the way he does [or among clerics who've made his god their 
primary choice)- Other servants of the pantheon see him ns a 
snob and treat him with disdain. 

Throughout the rest of Chr I fa flowed Ground, the term 
■‘priest" is used in its mosl general sense, and includes both 
clerics and specially priests (unless otherwise noted), 

♦ PRimfiS AND PLANARS ♦ 

It's not enough to say whether ei pries! is a cleric or not, A 
body's also goi In know whether he’s el prime or a planar, be¬ 
cause It makes all die difference in the world. 

A Clueless priesi has more than likely seen the handi¬ 
work of Hie gods only through his spells. He eiL’E s on pure 
failh alone, willing to follow any command his power issues, 
accepting the teachings passed on to him with few or no 
questions, Tej pul il bluntly, ei prime-material priest is naive 
and gullible, having little idea of the true scope and immen¬ 
sity of die beings be worships. 

A planar priest, on the other hand, knows what he’s get¬ 
ting into. In this ease, "pluriar'’ doesn’t necessarily imply that 
the sod was hnm on the planes. Perhaps he's simply visited 
the planes, seen the works of the gods, tourer! their palaces, 
and realized who ihey are and what they stand for iri a sense 
that's more than simple acceptance. After ail, he knows the 
powers are there, in the same way Thai a berk stuck cm (be 
Prime can never know. 

The gulf between the two is vast. The Clueless are in 
awe of (heir planar counterparts, who have more direct ac¬ 
cess lo ibe gods, el more blase view of how the mulliverse 
works, and similar |or greater] powers. As cutters closer to 
I he center of the cosmos, pla nar priests are one step nearer To 
the gods, Bui they're also more jaded and cynical, having 


seen how the deities operate, having watched the gods build 
and destroy as the need arose. See, a body doesn't need faith 
when he's goi empirical evidence. A planar priest brums how 
his power acts and moves. 

But is (hat better than having faith? Are the Clueless re¬ 
ally disadvantaged for holding Id something they’ve never 
seen or experienced? Truth is, faith and belief are its different 
as night and day. Belief (at least for planar priests} is simply 
knowing something to he true. Fai Eh is a deep-abiding trust, 
belief without evidence. Both belief and faith can be lost; ir's 
just lhat the loss of faith is usually a wound Thai cuts far 
more deeply. And wouldn't ei power value ei cutter with blind 
failh more than a berk who needs to be shown? 

Some folks say planar priests often act out of self-inter¬ 
est, They’ve seen the players in the game, and they've allied 
themselves with what they hope'll be the winning side. 
Primes, on the other hand, worship powers to fill a void in 
their hearts, to answer (he questions they can’I seem to an¬ 
swer on (heir own. 

T his is, of course, a gross generalisation. Planar priests 
CEin follow a god because they think he's got the right view 
of the mulliverse. Most do, in fact. And quite a few Clueless 
priests pledge themselves to a deity solely to get ahead, 
whether on I lie Prime or in the afterlife, 

The point is simply that planars are generally more 
jaded in their beliefs, while primes are more enthusiastic and, 
well, clueless. It's no failing on (he pari o|" either one. In fact, 
I hey often envy the other. The Clueless wish they hud (lie 
easy beliefs of the planars; the pi amirs wish they had the 
deep well of failh of the primes. Which is more desirable? 
Well, it's u toss-up, but most planars — and a good number 
of primes - would rather have the knowledge. Faith is till 
well and good, but there comes a time in any priest's life 
when he’d just like lo fenouj once and for all. 

♦ THE RffiLE ®F PRIES + S 4- 

The relationship between a priesi and his power is one that's 
unlike any other in the mufti verse. The priest depends on his 
god for sustenance, spells, and the ability to make it through 
Life with an answer. The deity depends on (he priest for his 
very fond and drink: belief. 

Bui just vvliut do priests do for a power? Some say 
they're like proxies agcnis of (he gtitls, intermediaries be¬ 
tween this world and the next. But us living models to which 
mortals can aspire, priests carry the standard. 'Course, 
they're also warriors when needed, avenging (he name of 
th eir power when Li's tiriiggetl through (he dirl. 

In short, priests live the lives that their powers would 
have everyone live. They strive to present attributes that 
folks’d want to possess find through these attributes, ihey 
Leach, Pricsls Eire expected lo represent I heir gods conslatilly, 
in thought, word, and deed. A body never can tell when he's 
being watched and judged by others, and the way lie acts 
will reflect back on bis power. 
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The main junction of a pricsl In iu proselytise, to 
draw others inlo rhc worship of the power. It doesn't mailer 
if the flock comes in terror or adoration, as Jong as the 
people feed the god their beliefs. Thai means a priest can in¬ 
spire love for It is power's beneficence, or rouse fear of his 
evil — the color of ihe fail It aln'i important, 

A canny priest never misses a chance jti win another 
enliven, either, lie doesn't have 10 babble on and on about 
the wonders of his power; in many cases, it's eftough just to 
shine with the ideals of the deity. Fact is, a priest who can't 
shut up about his boss usually doesn't Iasi iotig. He either 
Jetirris 10 close his bone-box, or he learns the silence of ihc 
grave, Still, the power should never he far from his mind. 
Those who don't {or can’t] inspire sufficient emotion 
and belief are niter failures, and won’t remain priests for 
long, flu the planes, it takes more than faith to cut ii as a 
holy blood. Sure, low-level spells may flow from wisdom 
and insight, hut higher-level magic comes or ily from the 
deity, and a priest without the realty powerful spells often 
winds up in the dead “book before he even turn hies to his 
mistake. 

Why do some priests fail iu deliver ihc Faithful? For 
some, it’sjusl a lack of charisma. For others, though, it stems 
from passing (or deep-rooted) dnubt. Many priests have 
questions about their beliefs from time to time. Bui ihal's not 
all had - a crisis of faith can sometimes turn a sod into a 
true visionary. The most troubling questions can lead to the 
most rewarding answers, and a priest who doubts could end 
up among ihe grealcsl of his god's minions. 'Course, plenty 
of sods who ask "why?" don't have (be mettle to find oui; 
they fall between the cracks, never finding their faith again, 

PHILOSOPHIES AND GOALS 

Jus! because all priests follow the dictates of their gods 
doesn't mean they’re all working toward the same ends, A 
cutter's goals are usually colored by his alignment. 

Priests of good struggle to build a harmonious multi- 
verse, a place where all folks can live in a utopia of freedom 
and self-expression. They want only that no sod should ever 
suffer again, that everyone should be eared for and the mis¬ 
ery Inherent in existence be muted. Their lives revolve 
around caring what happens to those who aren't iis strong as 
others, around meeting the needs of the lessor good without 
sacrificing the needs of the greater. 

Priests of evil strive iu fashion a cosmos where (he 
mighty survive, where it takes intelligence and power to rise 
above the rest of the (lock. The mindless blathering of ideal¬ 
istic idiots ain’t for them, They want a multiverse in which a 
body must constantly prove himself, and woe to he who 
doesn’t watch bis step, Evil priests say they just want to 
make ihe multiverse stronger, and while their methods may 
he harsh, ihey succeed in weeding oui ihe weak. Interest¬ 
ingly, not all such berks see themselves as "evil” — plenty oF 
'em think they’re doing ihc right thing. 

Priests of law want to create a system thatTl hist, lo 
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make an order that stands Lhe lest of time and brings much- 
needed structure to the planes. They warn a multi verse that 
makes sense, an existence that can be explained without a 
shrug or a bewildered expression. They want questions an- 
xwe red: they w a n t deflj i ii ion, 

Priests of chaos, cm the other hand, want to teat down 
the structures imposed from without so n body can express 
the liberties demanded within. They try lo ensure that each 
person in ihc muttiversc can choose his own path in life and 
develop as an individual spirii free of i be chains of required 
order. These priests don 't build or demand - (hey lead by ex¬ 
ample and hope others Follow mil or natural inclination, cu¬ 
riosity, and desire. 

Finally, priests of neutrality seek a balance in all filings. 
After all, a body can't have evil without good, nor law without 
chaos. Extremes are for fanatics; priests of neutrality seek 
common ground- They want lift, plain and simple - ati exis¬ 
tence where Folks have the chance to taste everything the mul- 
tiverse 3ms to offer. If there’s suffering, there should also be 
sweetness. II there's obedience, there should also be freedom. 

WHY B 04 -HER? 

What makes ei soil ever decide lo don priestly robes and de¬ 
vote his life to the words Eind whims of a god? For some, it's 
the promise of divine power coursing through their veins. 
For others, it's the comfort of knowing they're contributing 
to making the multiverse a better {or worst-} place. And some 
just seek knowledge— and the benefits gained From it. What¬ 
ever ihe reason, there's always going to be a berk who says 
he knows a faster WEiy lo the goal, and he's usually right. 
Being a priest ain't easy. 

Sure, it's el glamorous way to earn notoriety and respect 
But ei tighter can gain respect by establishing a reputation 
with a good sword and a keen mind. A rogue cun Find noio- 
rleiy in cunning plots and daring escapes, A mage can amass 
knowledge through study, hard work, Eind a modicum of cre¬ 
ativity, And none of them have to suffer the prejudice di¬ 
rected at priests From leather heads who don’t believe in their 
gods. Or irike a stand and never deviate From it. Or con¬ 
stantly worry about getting pui in the [lead-hook by their 
god’s cnemies- 

Sd whirl's the appeal of being a priest? The life seems 
more trouble than ils worth. Well, like mosi anything else, it 
depends on who a body asks, I he truly devoted priests ac¬ 
cept their disadvantages and sirive ta overcome them, seeing 
the difficulty of their work as jusl one more stream Lo cress. 
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Truth is, priests are more than jusi preaching Ilapjaws. Most 
of'em - the adventuring variety, at least - are far tougher 
than a berk might give them credit for. They're the sort that 
enjoy a good challenge* who' re likely to hurl themselves up 
against a wait until they're a reel smear or until they hurst 
right through. 

Some do it for pleasure, others because they know no 
other way oHiving. But Just about all of them are hard- 
headed bashers who - despite belief in mysticism and the 
hidden workings of the spirit tire the ntosl stubborn bloods 
litis side of a stone. They'd have to toe, to go around trying to 
convert folks to ibeir way of thinking. 

What's mare* they reap a few choice benefits that most 
folks couldn't hope to enjoy, first of all, they gait] spells 
without studying - for some, that's the most important 
thing. Bui priests also gel the chance to commune with be¬ 
ings who're so much higher than mortals that they seem in¬ 
comprehensible to the average basher. As cherished agents of 
tliose beings, priests walk outside the boundaries most Folks 
set for themselves, pursuing a vision that only they cam see. 

On ihe Outer Planes, where belief can change the entire 
lace of reality, a priest is supreme - hardly anyone can equal 
his level of faith. Best of all, he's building on something he 
truly believes in, and ihat's more than most berks can say. 


♦ PMCS + LY mAGIC ♦ 

Wizards and priests get their spoils in different ways. A wiz¬ 
ard learns them from hooks, and must contend with the fact 
that ills spells might be altered (or even nullified) depending 
on what plane he's on when he easts I hem. A priest* on the 
other hand, gels his spells from his power, and it's simply di¬ 
vine wilt that the magic isn't affected by planar conditions, 
'Course, that doesn't mean that priests have a free ride - 
Ihr from it. for one thing, they still have to be aware of ab¬ 
solute prohibitions nn their magic; in some rases, a spell's 
going to fail no matter whm a power says. Second, scrolls 
and in tig leal items don't 11 uw from u deity* so they're still 
subject to planar conditions. And a priest's spell casting ahil- 
iiy suffers I lie Farther he gels from his god (though a lucky 
cutter might he granted a power key to restore his magic, 

ABS0LU+-E PR© H 1 B I + 1 © N S 

Fven the dimmest priest can probably guess when n spell just 
ain’t going to work. Some magic simply can’t overcome the 
conditions of the plane or location where it's cast - not even 
with a power key (that's why the limits are called flftsnJvfeh 
Fortunately, only u Few such restrictions exist: 



F'l 


l'i in i,i Hi,::; 


blemental Fine 
Fieinental Water 
P&rjclemenlal Magma 
tj u as i elemem a I Va cuutn 
flutlands 

SigiL 


Nu water spelts 
No fire spells* 

No water spells 
No air spells 

Magic gradually nullified ;ls user 
approaches Spire" 

No interplanar transport spells 
Ijfflfe, teleport without error. Lie.] 


4 Liiiles.s ca sc w ii h i n a protected en vi n s ri rn enl \ M k e a 11 atr bubb I c]. 
" sec A Plover's Primer to the Ontimuh [2GIG] for lull details. 


SCR0US AND 1+^mS 

A body who's read other Plamsscape products mighl gel the 
idea dun cleric a] spells n re affected by planar conditions. 
That’s because the chant on changes to magic sometimes 
mentions spells used by priests. Bui here's ihe dark or it; The 
effectiveness of a priest's god-given spelts does not change 
from plane to plane. Period. 

However, clerical spells cast from scrolls eon he altered. 
So can clerical spell-like effects of magical Items (like a staff 
of curing), bee, powers send spells directly to their priests, 
but they can't protect scrolls and items from the effects of 
planar conditions (and power keys don't help, either). That 
makes a big difference. After ull, priests who travel the Great 
Ring often carry lots of scrolls and items to make up for ibe 
fact dial ihdr natural spelkasting ability suffers fas de¬ 
scribed in “Losing ^ pc U easting l evels," below). 

Here's a summary of how Ihe spheres of priest scrolls 
and magical hems are affected on each of the Outer Planes, 
fur each plane, keep an mind thru magic of the elemental 
spheres Is affected by the environment of the layer or realm 
where it's, used. (For more information, refer to the chant on 
each plane found in Piones of dittos. Planes, of Conflict, 
Planes of l aw, and A Player's Primer to the Oullands .) 

General rule: Magic attracts the attention of the 
Abyssal lords, and might invite reprisals - especially if it 
1 tries m bind or coerce tanar'ri. 

Dii'innfimr: True tanar'ri and Abyssal lords always know 
when a body’s spying on iheirs, and they can reach back 
through ihe link to crush the spellcaster. Alsu, trying iu read 
a tanar'rl’s mind can drive a caster barmy. 

Necromantic: Reincarnated sods conic back ns tanar'ri. 

Elemental; Destructive spells cause more damage; pro¬ 
tective spells fail when needed most. 

General rule: All magic creates a reflection else¬ 
where on the plane; cure light imurads causes another sod to 
suffer damage, plant ifrowth makes other vegetation wither, 
a ml so on. 

Divination: All omens reveal the worst: possible results, 
which apply to the caster's entire group. 

Nccroman tic: Priests of lower level/HU Dice than their 
targets suffer a backlash from harmful effects. 


Dint nation: Results Eire delayed due io the need for 
“props"-reading entrails, signs in the sky, and so on. 

rftflriti; Magic based on emotions has greater effect and 
dural ion, though the target might suffer no emotional back¬ 
lash and attack the caster. 

Nveromunlic: Magic dealing with death and the undeaii 
usually fails. 

i General rule: Magic requires rituals that double Ihe 
preparation time; niEigic works hesi when iT benefits (he 
greatest number of folks possible. 

Dipination: The priest gains insight only about groups 
ihui contain live tir more members. 

CJtftfttr: The target's resistance is enhanced, and i f rcsis 
iunee is successful, the priest may suffer a backlash. 

/Vecruiiropitjc; Life-giving magic is twice as effective; 
harmful magic works only when used for the common good, 
Elemental: liffects Eire doubled for priests whose align¬ 
ment matches that of the plane; magic always fails for 
chaotic or evil prieds. 


Genera/ rule: Deceptive magic works well. 

Di ni notion; Results are presented eis grimly eis possible; 
the use of the magic attracts baarezu. 

Necromancy: Life-giving magic often fails; harmful 
magic and undent! con I ml is improved. 

I he Bi Dh'ination: Magic that relies oil oilier-pla¬ 

nar sources always fails. 

Charm: Ben sis aren't affected by magic that controls 
normai eiuL nulls. 

Necromantic: It's harder io use harmful magic. 
file mental: All air-based magic fails, 

r i Dhwujou: Requires the use of the plane's elements 
or producis (for example, scry ing requires a pool of water or 
li By I op] a-made mirror], 

Neerumttntie: Life-giving magic is more 1 effective; harm¬ 
ful magic is less effective. 

Ltcmniinl: Magic with wide-ranging effects often fails, 

i ■ General rule: Magic used for selfish ends works at 
maxi mu m effect i ve n ess. 

Diet notion: Rclj Hires Ihe sEicridee of a comrade. 
jVfcroumnrie: l ife-giving magic is half as effective; 
harmful magic arid undead control is more effective, 

Dirwation: Magic that obscures knowledge falls. 
Charm: Natives automatically resist magic; good- 
aligned visitors are more likely in resist, 

(Vecromflflffr: Harmful magic always fails and the priest 
may even suffer a backlash. 


/yirina flan: Requires the sacrifice of a foe. 

Cftnnu: Magic is less effective. 

JVecraPNtfHffr: Life-giving magic Eintl mming undcEtd Eire 
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less effective; harmful magic and undead control are more 
effective, 

. General rule: Color-based magic falls. 

Divination: Results ate always rllre. pessimistic, and 
perhaps even false. 

Charm: Magic can stave ufTthe plane's draining apathy, 
though natives resist strongly. 

NeeTiymQfMir: Life giving magic usually falls; raised ljii 
dead are free-willed. 

Dii'ituitiou: The plane's chaotic nature ensures that 
magic usually fails. 

tiiemenral: Site piano's chaotic nature doubles magic's 
duration and area of effect. 

.1 it Divination: Magic fails for chaotic priests, 

Necromantic: Successful use of magic drains the priest's 
Ikll points; 1 tie loss increases with spell level. 

Elemental; Air magic requires priest's breath; earth 
magic requires dirt native Lu plane; lire magic requires spark 
from a cog; water magic requires a spray of water, 

Mu t ii n General rule: Magic that fosters chaos and 
evil fails; the chance thaL other magic will fail increases as 
the priest's align mem strays from lawful good. 

Dirimitum: All results are true, even if unwelcome. 

Nt-craffltiniic: Life-giving magic is twice as effective; 
harmful magic causes the opposite effect (doubling the 
strength of the target). 

Elemvuml: Deslmet ive 11 lagie faiLs. 

lit in The only [linear condition to keep in mind is 

I he absolute prohibition that magic gradually falls as Lite 
priest nears the Spire, 

(jEwrcd mte: The plane's howling winds inter¬ 
fere with spellcasting. 

Divination: The difficulty of reading omens means tlie 
priest usually gels false results. 

Necromantic: Life-giving magic often fails. 

fJu'jj icjJj'ej r?: Magic's range and duration are doubled, 
though the target must be a single creature. 

Necromantic: Life-giving magic often fails. 

LOSING SPELLCAS+ING LEVELS 

Forlhe ntosl pari, a mage’s spells work al normal strength as 
he journeys around the multi verse. Naturally, different con¬ 
ditions apply on different planes, hut a mage doesn't auto 
rnulicully lose power as he travels. A priest, on the other 
hand, risks losing spells as he crosses planar boundaries, hee, 
for each plane that separates him from his god, he loses a 
level of spelleasting ability. 

For example, a 7th-level priest whose god lives on Vs 


gard functions at lull strength on that plane and all adjacent 
planes lArhore-n, Limbo, the Outlands, and (he Astral), ftui Ihe 
sod casts spells us a bill-level priest when on ihe next closest 
planes (the Beast! a rids and Pandemonium). And ids speltcast¬ 
ing level keeps dropping os he gets farther and farther away 
from his god. On the Outer Planes, only priests of powers that 
dwell on the (Jutland* or the Astral — which "border” every 
plane in the Ureal King - suffer no level losses. 

Some gray he arris say the whole thing's ei scheme cooked 
up by 1 he powers themselves to keep their agents dose to 
home (and discourage them from making mischief In (he 
realms of rival deities), OHilts think it’s because the planes 
are built on belief; thus, a sod far from the center of his faith 
should be less powerful, 

'Course, priests in Uigil or on I be Prime Material Plane 
lose no levels, no matter where their gods are. Ilia! seems w 
lend support to the idea of a divine compact; perhaps ihe 
pmyers've simply agreed to Id ibeir priests keep full strength 
when in the Cage or on the Prime. 

P©WER KEYS 

Ihe gods know that their priests suffer endless frustration 
when irylng to cast spells away From home. And it can he 
more than frustrating on a hostile plane, I hat's why ihe 
deities created power keys to restore some of dial lost rniglii. 
A power key can be anything an object, a gesture, a ritual, 
and so uil. Usually, a key is somehow represen la live of its 
creator. A god of death might require the sacrifice of another 
living being or the use of a bone, while a power uf healing 
might use its holy symbol ur a pouch of medicinal herbs. 

Fact is. there's a good reason why each key's related to 
Ll>, power: The gods siphon off same of llicir own energy lu 
create ibe things, weakening themselves to make their priests 
grow stronger. That means they hand out power keys only 
rarely and grudgingly. A pries! who gels one has earned 
special notice from his god (and he'd better show his appre¬ 
ciation, too). 

In other words, he shouldn’t spread the dark of the key 
to everyone in creation. A power key Is a gift between a deity 
and his priest, and any gift shared weakens the link between 
the giver and lire recipient. To guard against loss or theft, 
many powers (especially the chaotic ones) craft keys ofltni- 
ited duration - after a while, they just stop functioning. Is it 
really that important to prevent 4 key frurri Hilling into tile 
wrong hands? Well, chant is, Jong ago, it careless power’s ri¬ 
vals learned ihe secrets of one of his keys. 'I hey made a few 
alterations to the key, nnd used it to drain the foolish gad 
down in the bone. 

How could ihat happen? Sages guess that n power key 
embodies el link to Ihe very source of a god. By Imbuing an 
object or ritual with pan of his strength, the deity lets a 
priest draw directly on Ins energy ofexistence. llus link ex¬ 
tends through all the planes and rnosl known barriers. 
’Course, if the priest is somehow kepi from using the key. it 
won’t do him any good. 


♦ 16 + 


♦ H©LY SYMBOLS ♦ 


As a 
side note, 
sods wild 
belong to 

the Athar lifter receive 
power keys. That’s be¬ 
cause they place their faith not in deities, but in 
tiie Great Unknown. The same goes for Godsmen 
priests who praise the Source. Their belief doesn’t 
focus on powers, so no deity's willing to grant 
ihem keys.. And the sods can’t do a thing about il. 

They've made the choice to worship no power, and 
therefore they’ll never receive benefits from the powers. 

TYPES ©f KEYS 

Like wizards' spell keys, power keys allow a pricsl to casi a 
spell in a place he ordinarily couldn't. Even better, they make 
a spell as powerful as possible for the caster. Healing ami at¬ 
tack spells give (heir all. divinations reveal true answers, and 
so on. Three kinds of power keys exist (as per the Rule of 
Htrees), some of them stronger than others. 

The first kind is a specific power key, one that's geared 
toward u single spell and a single spell only. The spell works 
at maximum power, range, and duration whenever the priest 
uses its key in the casting. Specific power keys are the weak¬ 
est kind, hut that also means they’re more likely to be per¬ 
manent - they won't fizzle out at just the wrong time (prob¬ 
ably not, anyway]. 

The seeund type of key is a general power key. These 
apply to one entire sphere of spells, improving any spell cast 
from the group. For example, a priest with a power key for 
the healing sphere could east everything from cure 
wounds to heal at maximum potency, 

'Course, specific and genera! keys aren't any good if the 
priest travels coo far from die plane of his power - they can't 
improve a spell if the priest can't cast it in the first place. That's 
why the gods invented the mightiest - and rarest — power key 
of all: a greater power key. It actually prevents a priest from 
losing Levels as he moves from plane to plane, letting him cast 
his best magic in more plates than he could before. 

Depending on the strength of the key, il can bulster a 
priest who's separated from his deity by one. two, three, or 
even four intervening planes, in other words, with the 
strongest possible greater power key, a priest can be five planes 
away from his deity and still retain full spell casting ability. But 
those keysTe usually reserved for proxies cun urgent missions. 
Most priests should consider themselves lucky to be granted a 
power key that overcomes a separation of two planes, 

A greater key is a direct link to lire power, using the 
god’s energy tu keep the priest strong. It’s like a conduit to 
the god’s heart - and that means the deity feels Sts use 
keenly each time. Think general power keys are rare? Greater 
power keys are so dear that maybe une priest in a thousand 
ever earns one, Those who're granted more than that are 
truly blessed. 


E‘'ar too many folks think a holy symbol's just 
that - a symbol; an expression of allegiance; 
a piece of wood, metal, bone, or whatever 
that tells the multi verse what power a body wor¬ 
ships, Well, that's all true, hut a holy symbol - if 
properly used - can also be a forceful tool in the 
hands of a priest. 

More than a marker of affiliation, a holy symbol can 
channel the might uf a god, If the priest is devout enough 
(and if the god’s paying attention). A holy symbol's neces¬ 
sary to repel or control the undead, And a priest's symbol 
also serves as (he material component lor a goodly number 
of spells. 

Rul there's more. See, a holy symbol is like a power key 
in reverse. It's a link from a priest to his god, a way for Hie 
deity to monitor the sod's progress. A god can even send 
minor messages through the symbol to his priest: small 
omens, a general sense of right and wrong, and so forth. Fur¬ 
ther, holy symbols give a deity a good idea of his own 
strength the more symbols that 1 re a round , ihe more his 
ideals are being spread. 

A few priestsVe reported thar they actually felt their 
power working through (heir symbol, Lhat it Look on -a life of 
Its own to repel enemies. Chant is holy symbols can serve as 
eyes and ears for a god, if he’s willing to put forth the eETorl to 
use them, It takes a power of great strength or exceptional for¬ 
titude to do this, obviously, mid one who cares a bom (he priest 
intensely. Still, if a priest is particularly faithful and diligent in 
his work, there’s a minute chance Ihe deity may choose to look 
through a holy symbol and render aid (if appropriate). 

The Dungeon Master can decide the likelihood of such 
an event, naturally, A priest's chances improve if he's pul 
love and care Into his holy symbol, making it as attractive to 
the deity as possible. Some powers like their priests to carry 
gold- and gem-encrusted symbols, while others tend toward 
(he dark and grim. Tcmr.se, some pill more stock in how much 
the priest values the item for what it means, not what it's 
worth. Truth is, more than a few powers who're thought tu 
prize gold and wealth would actually prefer a priest to focus 
his devotion through a wooden stick wrapped up with vine, 

♦ NfW RULfS ♦ 

Despite the might of belief, prayer, power keys, and holy 
symbols, barmies still flap their bone-boxes about how 
priests on the Outer Planes aren’t nearly as tough as they 
should be. They say lhat fur all their talk and bluster,, priests 
are essentially medics and healers, and little more. 

Naturally, that ain't true - just ask a priest, Bui it’s no 
lie to say they could use a helping hand now and again, little 
perks to help 'em really hold their own. This section presents 
two new [and optional) rules for making priests greater I ac ¬ 
tors in the workings of the Outer Planes. 
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PA N + H € © N WORSHIP 


As explained ui eIll- stare of ihts chapier, a specially priest 
is one who follows a single power, while a cleric aims 
mare toward a greater pie I ere alien an entire 
pantheon, Because of that, a cleric's 
usually more accepted 
by the whole gang of 

gods. Acid that 
means he gets his 
home-plant: advan¬ 
tage mu uhy plane 
inhabited by a 



member of the panlhcon. [This rule doesn't rip ply with 
s ingle-spite re pantheons, because they don't really have any 
relationship - all they have In common is that they come 
from the same sphered 

Take an Bth-level cleric of tile Greek pantheon, for ex¬ 
ample. He cases spells at his full strength while on the pan¬ 
theon's home pin tic (Arboreal and all adjacent planes (the 
Beast lands, Ysgard. the Guilands, and the Astriil). And, just 
like most other priests, he suffers a loss of levels as he moves 
farther from Arhorea. But because he worships the whole 
Greek pantheon, he enjoys full power on any plane called 
home by any of the Greek gods. I hus, the priest casts spells 
at 8th level while on the Gray Waste or Baator - the home 
planes of Hades and Hecate, respectively. 

There's a catch or two, of course. As soon as the cutter 
leaves the “friendly" plane, he immediately suffers the stan¬ 
dard level drop of his new location. So mice that 8th-level 
cleric leaves the Dray Waste and steps onto Gehenna - 
where there are no deities of the Greek pantheon 
he casts spells as a ii id-level sod Instead. Six 
planes separate Arborea and Gehenna* so the 
priest 1 uses six spell casting levels, That's a 
sudden and hefty Joss in power. 

Also, a priest's got to spare a thou gll! 
for the polities of the pantheon. A cleric 
of the Egyptian gods who holds it a 
above the others might expect to 
enjoy full strength on Haator, 
home of Set. But Ra arid Set aren't 
exactly close cutters. It's likely the 
j tick a] -headed gtni won"! protect Ihe 
cleric from level loss. 'Course, if the 
cleric’s canny enough to have paid the 
proper a (tent ion in Set all along, hr just 
might smooth the ruffled feathers and 
find his spells i n top form after all. 

Naturally, the Dungeon Master 
h:is final say on when a priesl of a 
pantheon benefits from this cross- 
planar good will. It all depends on 
lhe current state 
of the powers' re¬ 
lationship. Fur ex¬ 
ample, ihe trickster 
Loki falls in and nut 
of favor with ihe rest 
of the Norse pan¬ 
theon. But for most 
cle rics of pantheons 
thatYe scattered 
around the planes, 
lhe new rule is quire 
a boon. 
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ill is rule's meant to help specialty priests more than clerics, It's 
no hark that a priest's at maximum spr I lea sting ability when 
on ihe plane of his gud. Well, a specially priest actually gains a 
casting level when in (lie realm of his deity, The sheer proxim¬ 
ity to Ins god lets his strength reach new heights. Note ihn( r as 
with the “pantheon worship” rule, the priest guilts s|j cl least Lug 
power only - no other benefits of the higher level. 

The increase isn't a drain on the god's energy (at least 
not until the priest starts easting spells), because the force 
comes from within the priest - it's .just buoyed by his ecstasy 
at the nearness of the deity. And ns soon as Ire leaves, ihe 
n-tilm (not the plane), he loses all spells accrued while visit¬ 
ing the lard. Basically, he returns to normal. But while in the 
realm, he's definitely a high-up. 

Truth is, both kinds of holy bloods — clerics and spe¬ 
cialty priests - gain one other benefit from being in the realm 
of their god, In a sense, they're in constant contact with the 
deity. Set, they're shining examples of what the power up¬ 
holds, so he tales more notice of what they do in the realm, 
where I hey go and whal dangers they might fate. If some¬ 
thing nr someone rries l« threaten them, the gurf knows about 
it right away, Most powers won't rake direct action to stop the 
threat (unless lhe priests are particularly valuable), hul they 
will send enforcers uui to take care of the problem, 

In short, a power’s realm is a safe haven for his priests. 
Any berk who forgets rhat and rries to rough up a god's ser¬ 
vants right under the high-up's nose deserves exactly what 
he gets, 

♦ CRISES ©f FAI + H ♦ 

Not every priest can cut it as a representative of his power. 
Sometimes it just gets loo hard to maintain the necessary 
level of belief or keep up the right appearances. When that 
happens, a priest has Iwo choices: Keep moving along, hop¬ 
ing for divine guidance to make everything all right again, 
or abandon the faith for good. 

The first path is almost always harder. It means clinging 
to an idea that’s been examined and found wanting, sum¬ 
moning ihc faith to continue in the face of remptaiion, and 
standing I asi against the lure of the world. Many priests wiio 
stick it out and succeed are rewarded for their tenacity - loss 
of faith is often a power's way of testing loyalty. Bui some 
sods don't get anything from it, and might even turn stag on 
their god and become the religion’s worst enemies. They’ve 
n3lowed doubt to enter their heads, and that's enough to sow 
the seeds of their faith's destruction. 

The second road is much easier to walk, it’s true, but 
quitting is n I ways jess work than struggling. Priests who tale 
this path arc (he disillusioned, sods who lasted power only to 
find that true strength lies beyond ihe reach of their spirits. 

Tourse, a priest is usually permitted a lapse without 
suffering harsh consequences, as long as it's a minor slip-up 


- say, breaking one of the lesser rules of the religion. Ills 
power shows disfavor by stripping the berk of low level 
spells until he expunges the lapse through some sort of 
penance 1 usually lulling, scourging, or meditation). 

More serious transgressions include failing to perform a 
certain ritual, expressing doubt in I'ronl of believers, or 
slacking in pursuit of llie divine agenda, These result in the 
loss of higher-level spells and any special abilities the power 
might have granted. A priest can regain his. spells and skills 
only through extended self-examination, great sacrifice, and 
a quest to further the goals of Lhe Faith. 

It’s ihe major transgressions, like heresy, that bring the 
most severe punishments. "Crimes'’ til' this nature include dis¬ 
obeying a direct order from the power, speaking against the 
religion in front of a crowd, nr committing a second serious 
transgression, A priest who fouls up this barfly loses all of bis 
abilities, spells, and allies in the religion. If the power he wor¬ 
ships is particularly harsh, he may also be marked for death, 

RE + URNING + 0 + H € FOLD 

IF u priest commits a major transgression, he’s got just one 
chance to regain his power's trust: lie must immediately sac¬ 
rifice all of his worldly possessions (keeping only the clothes 
on his back) and embark on a quest of atonement: (which 
may result in his death, anyway]. But many priests who 
make so drastic n mess of things have no intention of return¬ 
ing. They've decided to quit, and they've simply chosen a 
spectacular way to announce it. 

Some priests try 1o build a new life with a new power. 
It's not us hard as it sounds, really - a blood who’s accom¬ 
plished much for his god probably has contacts in other 
churches, and it's a sure bet that other churches have noticed 
him. They’re often happy to Lake him in. After all, he’s proven 
that he can draw in believers, and the defection is a blow to 
Ihe old power — who's most likely a rival of the new uric, 

'Course, the berk's gut to learn the ropes of 3iis new 
faith, and he’s watched carefully to make sure he’s on the 
up-and-up. The time needed for readjust men I is reflected in 
a loss uf experience points; the exact amount lost is up to the 
Dungeon Master. If the new god is very similar to the old, the 
priest might lose only half a level, But iT ihe two're nothing 
alike, ihe sod could lose a lot more. The DM bus a gond deal 
of leeway, but he should remember: The player character 
should lose no less than half an experience level, but lie 
shouldn't drop below 1st level, 

Obviously, a priest can switch gods only once or twice 
in his life. After the first time, lie's always on thin ice with 
his new power, nu mailer how hard lie works. It's lough to 
irusl a berk who'd turn his back on faith strong enough to 
earn spells. Besides, some deities encourage their priesis to 
prelend lo switch beliefs, in order to sabotage another god's 
plans, A body'd think Hie powers would wise up to that peel, 
hut they're helpless to resist. They can't ignore the lure of a 
mighty blood who's proven his worth by working for an¬ 
other god. even if they’re a bit peery about his motives. 


♦ 39 4 



Devoted priests are important to a god, hut they're not the mosl important servants a deity can 
have. That honor's reserved far proxies. See, u king requires Jlis peasants to supply him with 
fond, hut he also needs agents lm other lands., knights to enforce his edicts, and vassals to 

spread his law throughout the kingdom. Well, a god's priests are like the 
peasants — they do all the hard work in the fields of mortals to make 
sure iheir high-up doesn't starve, But the proxies act as the power’s 
knights, agents, and vassals - (he hashers who see chut their high-up's 
laws are upheld a cross the land. 

That'S why a proxy's usually considered more important (hail a priest |at least, ro most 

deities), That's also why they're feared throughout the planes. 
Alter all, any peasant can swing a scythe, blit it takes a 
canny and powerful knight to know how to 
really wield a sword, 
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WHA+ 1+ FT1 E A N S +© BE A PROXY ♦ 

Being a proxy means total subservience 10 u power, tuc.il sublimation of personal desires, and 
lotal devotion to (he power’s agenda. It’s a rare cutter who's so utterly loyal to ihe ideals of r 
god (hid he’s willing to throw his own identity to the wind. See, a proxy believes so wholly in 
his power's dictates that no divine orders seem wrong they exist only lo be obeyed. If. for ex¬ 
ample, a god commands a proxy to kill off his family, cite sod'll do it. Sure, he might cry and 
wait as he does it, but lie does it just the same. It's an order from on high - 
how can il be wrong? 

Fuel is, a proxy gives himself over so completely that he ends 
up mirroring his power, whether he realizes it or not. An agent of a 
good deity is kind and helpful co those in need, stern tu wrong- 
doers, and fully supportive of his god, A proxy of chaos is unpre¬ 
dictable, going first one way and then another, eon losing even his 
power though, in doing so, he still serves ihe divine plan. An evil 
proxy, of course, hears watching. Even if the berk shows loyalty, he's 
likely tu scheme until he grows strong enough to challenge or dis¬ 
credit bis power and any god worth his realm knows it, Loo. What 
else would be expected from an agent who's sworn his lift 1 to the em- 
imeni of evil? 


As noted above, proxies are the most valued servants a power can have. 
They can eicI where powers can't exert their will directly: Sigil, The realms of 
other gods, ihe Prime Material Plane, and ihe like. Hut they’ve got to watch 
their step,. Hostile deities might give a trespassing agent a peery eye, and 
some']] ]nsi come righi oui Eind squash the sod. Bui most proxies know how to keep out of 
trouble, and they take pains to avoid offending oilier gods or breaking any compacts of peace 
or civility among the powers. 

In shorl. a proxy musL learn to be a rough-and-tumble warrior, a silver-tongued diplomat, 
and a crafty schemer - all at the same time, If he relics too much tin his muscle or charm with¬ 
out honing his other talents, he probably won't live long enough to do his deity much good. 
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THE THREE RANKS 

Not all proxies- are created equal, As per the Rule of Threes, 
three different types are known to exisL. 

Many are endowed with power for a short lime, given a 
mission by their god, ami ihen diseurded. These lettipOMry 
proxies generally tin n’t receive much strength to help them 
complete their task - the goal’s really snore of a lest run than 
a permanent assignment. If the cutler works out well, he ean 
slarl climbing higher and higher in the service of his power, 
gaining more and more responsibility. Eventually, those who 
show a knack tor their work arc made into lesser ur greater 
proxies. 

fesser proxies are reshaped into other forms. They serve 
their god in a variety of ways, hut they don't take on Lhe big 
challenges, That's because the sods'Ve been judged and 
found wanting; theyVe got the spirit, but not lhe aptitude. 
Still, they're happy enough to serve at all - they're far more 
important than must other flunkies of the power, and they 
have more responsibilities than mosr hashers in lhe multi- 
verse, 

Greater proxies are the bloods a body's really got to 
watch out for. They can choose whether to keep their own 
forms or take on new ones. But whatever their shape, it hides 
special abilities granted by divine gift. Greater proxies serve 
their power directly; it’s said they actually meet with the 
deity and get their instructions straight from the horse's 
mouth. Ami they're always up In something. Even if they 
seem harmless, chances are they're still carrying out orders 
(though perhaps more surreptitiously than usual}. They mind 
the realms when the powers Eire away, they make sure til a l 
enemies are disposed of, and they do most of the gods' dirty 
work. They're some of ihe most dangerous bashers in the 
cosmos. 

PHYSICAL F®RmS 

Nearly anyone ean lie a proxy - petitioners, primes, planars, 
humans, humanoids, monsters, or anything in between. It's 
no dark that vicious fiends serve eis proxies of sonic lower- 
planar powers (though chant says one or iwo of 'em have 
turned stag on their heritage and gone to work for upper- 
planar gods: if true, the convcnls're keeping themselves well 
hidden). The deities of Mourn Celestial like 10 use archons as 
proxies, the Olympians favor per and solars, and aashrmn of 
all ranks liil proxy shoes all over lhe Upper Planes. ("Course, 
that doesn’t mean every winged celestial a body runs across 
is a proxy; many serve the general cause of good, not a spe¬ 
cific god,] 

Truth Is, FPiosr proxies ain't human, or even humanoid. 
They're usually transformed into whatever shape their power 
happens to prefer. Some become rutterkin, others devas. still 
more creatures of myth and legend. Bui a proxy 's often iden¬ 
tifiable as such no matter what lie looks like - the mark of 
the god is stamped on him one way or another. The blood 
might have burning eyes, a brand on bis forehead, or a 


barely perceptible aura of divine power ihiil hangs ahtml him 
like ei mist or ei shroud. And lie's usually a lot tougher than 
other "nofinal’' members of his new race. A basher who 
thinks he can take out a goblin without breaking a sweat 
might find Ids head handed lo him on ei plate If the goblin 
turns out to be a proxy of Maglubiyet, 

As mentioned previously, only the greater proxies arc 
allowed in keep their shapes [or lake new shapes of I heir own 
choosing). And it seems that the most notable agents of the 
gods are the ones who retain their original forms. They're the 
lucky lew who 1 re blessed with powers unseen to the eye. 
They can even withdraw their holy aura in order to go unde¬ 
tected in places where their status might make waves, and 
I hey on cause (heir glow lo flare up again when they need 
it. In short, they "re the secret messengers of the powers, 

CHA + + ING WH-H G©DS 

Sure, folks whisper that greater proxies actually talk to their 
powers, but is ii irue. nr jil$t canny public relations? Well, 
ihe dark is that no one really knows (except the proxies 
i hem selves, of course, and they never seem to confirm or 
deny anything), if proxies do toss the ehani with the gods, 
they're not addle-coved enough 10 brag about it. Saying 
"Yeah, the other day ?eus and I were Happing our hone- 
boxes , . Is a good way to earn a lot of laughter — or ha¬ 
ired, The sod’s either a sycophant or a faker, and neither 
commands much respect. Those who really have power don't 
need to boast. Those who den7 have power get noticed be- 
eEiu.se they prelend that they do. It's not a good kind of at¬ 
tention, either. No god wants to be associated with a vain 
berk, and to (ell the truth, few mortals like to listen to 'em ei¬ 
ther. 

'Course, proxies do have to get their instructions {and 
their talents) from someplace. Many gel their marching or¬ 
ders when they receive their gift of strength. But when they 
goon critical missions, it's a bet the powers don't trust inter¬ 
media ries to pass on the orders. And as the highest servants 
of the gods, it only makes sense that proxies’d have to com¬ 
mune with their deities, No one knows what son of commu¬ 
nication that is, but the best guess is that the power hands 
down word to the top two ur three proxies, and they pass the 
chard on to ail the rest. 


♦ GE + + ING +HE | ©B ♦ 

it takes some serious doing to become a proxy. A body's got 
lo prove himself by working tirelessly for the power before¬ 
hand, devoting all of bis energies toward advEineing tin- 
god's cause and espousing the right ideals. Cham says a few 
proxies won their rank by pointing out what could be even 
timer - challenging the religion in the hopes of improving 
it. By weeding nut the chaff, they proved their concern for 
the power’s best interests, and were summoned for proxy 
consideration. 
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Taken To an extreme* that means ikni a proxy doesn't 
absolutely have lo be of the same align mem .as his power. 
The ttruly resourceful agents are the ones who show the god 
a new way of thinking* they're often allowed a measure of 
individualily when toeing the divine line. That doesn't mean 
they can do whatever they tike, but they do have greater lari 
itude in interpretation. 

The process of choosing a proxy varies from god to god, 
and it’s always flavored by the specific deity's ideals. Hut one 
thing remains constant: Candidates for pmxyhood musi sub¬ 
mit lo having their innermost cores pored over by the power 
The sods are examined for their beliefs, their willpower, their 
dedication - 


everything they 


are and 
desire to 
be is 

tested lh] id 
weighed. 
Those 
who’re 
found 
worthy are 
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temporary 
proxies. 

Don’t think this 
means the god sits down 

wirh each hasher and asks him what he wants out of life. It's 
more subtle than that. Sure, some candidates are whisked 
into the presence of the power, Bui others are thrown into a 
eel] beneath the hoiy palace, and their dreams studied as 
they sleep. Still others are dissected {literally] and pieced 
hack together - r/lhe god likes what be finds (if not, be 
might leave the berk in pieces). Whatever the process, it's not 
pleasant for the sods involved. Everything they've ever 
thought is laid bare before the power, anti most folks don't 
welcome ill at sort of invasion. Those who hear it best are 


usually those with the right stuff to be a proxy. 

Once the unworthy'vc been culled from the batch, it's 
time for the would-be servants Lo prove themselves. They're 
made temporary proxies and sent on missions to see how 
canny, ruthless, ambitious, and devoted they are. For ex¬ 
ample, they might have tn visil the domain of a rival god to 
deliver a message or negotiate the release of a prisoner; slay 
or drive off a dangerous creature that's causing l rouble for a 
town full of worshipers; or even manage the complex politi¬ 
cal affairs of the home realm while their god’s away. I he 
temporary proxies who succeed [and do so with style) Eire 
again evaluated and assigned (o lesser or greater status. 

From that point, a proxy can work through whatever hi¬ 
erarchy’s set by the power. Eventually, the blood’s name 
mighi become known (and feared) across the planes, unless 
he keeps to the shadows of subterfuge. In any case, the final 
reward of a faithful proxy is like that of a loyal petitioner - 
u union with the essence of his power. 


PE + I + I© NERS 

Chant says that all peril toners are dull drudges without 
imagination or initiative, but that ain't necessarily so (for the 
dark of petitioners, see the next chapter). Faei is, some show 
reEil spark and drive, looking to increase their power's 
strength as well as their own. These are the cutters who draw 
the eye of their patron. I hey may lose their memories when 
they cross over into the afterlife, hut they retain enough am¬ 
bition lo strive for more. 

Thai includes proxy hood* I bough it's rare For a peti¬ 
tioner to make it that Tar After ail, if a petitioner-proxy dies 
in the line of duly, the deity loses a good agent and has to 
watch a faithful spirit dissolve before he's ready far divine 
union. What god wants lo lake that risk? Every petitioner 
who merges with a power increases that god's strength, 
those who die prematurely could have made their patron 
stronger, hot Eire instead lost forever. 

Thus, If a petitioner ever does become a proxy, it's a 
sure bet that he'll rarely Iceivc Ids power's realm. He'll be 
un administrator or steward of the realm, someone who 
watches over the grounds while the god's away lending to 
other matters. I’hat way, even if he does happen to get pui in 
the dead-book, his spirit will merge with the essence of the 
realm. Ii ain’t the same as joining with his god, hut it’s better 
than getting lost for good in some other land. 

When :j petitioner-proxy bus to leave the realm on a 
special mission, he’s loaded with protections; he's jus! too 
valuable to risk on dangerous ventures, Most of I he m also 
break The general ruLc that says all petitioners are only 0- or 
1st-level berks; their power pumps them up to a more re¬ 
spectable level of strength. 

PLAN ARS 

These are among the nieist valued members of a power's ret¬ 
inue. They’ve toured the planes and they've seen what other 
gods have to offer, but they've still chosen to serve one par¬ 
ticular deity. Sure, planars el re generally more cynical than 
other bashers, but they make splendid proxies. They know 
their way around the multiverse, they know who to talk to 
and who to run from* and they know the chant (and the 
dark) of most things. 

Even better, they aren't petitioners - yet. See, if a planar 
proxy gets killed, his spirit just ends up reforming in ids 
power’s realm as a petitioner, and he's ready to serve bis god 
again {though in a different way). It’s really the best solution 
for a deity; two lifetimes of service for the price of one. 

Most of the greater proxies are human or humanoid pi el 
liars, I’rlines don't know enough, petitioners can’t be spared, 
el nd creatures like fiends and devas often tack their own 
agenda onto their god’s orders. What’s more, the alignment 
of a power often points to the kind of proxies he'll have. It's 
no big st re tell to realize that most I idling proxies work for 
gods of evil (or at least questionable! intent, and that few 
hariaur agents serve the strict powers of hiw. 
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P LAY€ R CH A HAC + 6RS 

A Dungeon Master shouldn't let a player character gain the 
rank of proxy -*• not unless he doesn't mind giving the PC 
huge powers and splitting up the adventuring party for good. 
See* the new proxy can't just go around doing divine favors 
for his friends, [n fact, it's quite the reverse: No one else in 
ihe group'll ever he able to LrusL him again. They’ll know the 
sod's got 10 toe his power's line, even if it me Fins working 
against his former friends. And that ain't a fair thing for a 
DM to pull on a band of heroes, 

’Course, sooner or later, a DM might run into a player 
character who insists on serving his god as a proxy. The PC 
might even work toward that goal until he's killed or the DM 
gives him what he wants. Naturally, the sod won’t stand a 
chance unless he's proven himself in strength, ambition, and 
wholehearted devotion. Just killing the deity’s enemies isn’t 
enough; most powers don't need bully boys. If a PC can 
mesh with the ideals of the power and show that he truly un¬ 
derstands what the god’s trying to accomplish in the multi - 
verse, he may have what it takes to become a proxy. 

At that point, the DM has a few choices. First, simply 
kill or incapacitate the player character (perhaps he’s judged 
by the power, found wanting, and punished for his failure}. 
Rui that’s not fair to the player. Even if the DM declares thi-u 
the experience has merely driven the PC barmy land thus un¬ 
playable), it’s no fun for a player to watch his character die 
off or go mad, 

A similar solution: The DM can make the player charac¬ 
ter a proxy, but turn him into an NPC in service of the god. 
Again, it's not ready a fait thing (o do, but it might be (he 
only way in handle a player who won’t give up his quest for 
proxy hood. 

The third answer is the most problematic. The DM can 
let the cutter remain a player character and still become a 
proxy (perhaps only a temporary proxy, ns a test of the PC’s 
character and ability). The pew agent'll pint] ably have to un¬ 
dertake a solo mission or two ['or his power, unless he can 
give the high-ups in die proxy hierarchy a good reason for 
bringing his party along. 

In any case, the PC must understand the rules: fie can’t 
go against what his god decrees, he can't deviate from the 
path his god sets, and he mu si show absolute obedience to 
his god's every whim. If the cutter can handle this — and if 
he realizes the slightest misstep may well mean his complete 
obliteration - then he may he proxy material. 

The most important thing to remember is that the final 
decision is in the Dungeon Master's hands. If the DM doesn't 
want a player character to become a proxy, so be it - that’s 
just the will of the powers, berk, 

♦ DIVINE GIf+S ♦ 

It's no dark that proxies have powers beyond (he ken of mor¬ 
tals. Granted certain gifts by their gods, proxies can slay 


with a glance, heal with a touch, call down holy fire on a 
body’s head, or do any number of wondrous ilungs — ail 
with the merest id ink of concent rati cm. How do they gei 
these talents? What are their limits? 

Obviously, it depends tin the deity, A gad of healing 
won't give a proxy the ability to cripple or wither his foes, 
and a power of revenge won’t bestow the knack of soothing 
harsh words. No, the gods hand out ahiliiies that closely 
match their port folios. Anything else is an aberration. 

Granted powers are also linked to a proxy's history. 
Maybe it's a mull i versa I rule, or may he It's just the whim of 
che gods, but proxies seem to manifest abilities related to 
momentous incidents from their pasts. A sod who’s been 
scarred by fire might have (he power Eft make his wounds 
shoot Humes. Someone who fell from a great height might 
sprout wings or gain the talent to open a yawning chasm tie- 
neat h Itis enemies' feet. 

Finally, the manifestation of a special ability depends 
on a proxy's personality. Chances are that a quiet cutter's 
going to have subtle powers, and a basher who’s angry and 
forthright will gain skills Htat get right in a body's face, 
There are exceptions, of course, but (hey usually come from 
gods who enjoy contests. Those proxies arc the (tries who 
really surprise most folks. 

The chart on page 27 lists a number of sample powers 
granted to proxies. 

W H A + FOLKS THINK 
♦ OF PROXIES♦ 

Proxies are tough, all right no doubt about it. But their real 
power flows from the fact that other folks scurry out of their 
way when they pass. In other words, it all comes down to 
how strong a proxy is belieptd to be, how he's perceived. On 
the Outer Planes, faith is everything, and if a body believes 
something about a proxy, well, it's probably true. 

Naturally, proxies are viewed with awe. After 43 31, they’re 
bloods who’ve been close to a power — an actual deity — and 
are still breathing to tell about it. So it follows rhat they must 
wield quite a bit of might themselves. A body should avoid a 
proxy, or study him at a distance, but nut chat him up on (lie 
street. Chances are, he could crush most any bothersome 
berk like a bug, 

'Course, anyone who’s opposed to the ways of a proxy's 
god will look upon the proxy as a potential bringer of de¬ 
struction, Fear and hatred are the watchwords here, li the 
blood's enemies can gel him alone and overwhelm him with 
sufficient numbers, they probably will. They know that he'd 
Try to smite them if his high-up ever gave the word, and only 
total lea 1 her heads leave a threat like that hanging over 1 heir 
heads. 

The more cynical planarsjust sec proxies as the yes- 
men of the gods, (he toadies and meddlers of the planes. To 
them, the proxies are addle-coves wbo've given up their own 
identities — along with any chance to shine and establish a 


♦ 24 ♦ 


reputation for themselves - sn ihe name of service. Cynics 
see nothing nohle ir it, and they mock proxies as boot 1 ickt^rs 
I when they can get away wiih ii). The more extreme among 
themTI mock a proxy to his face. If they strike a nerve, they 
know they've pul doubts in the berk's mind, and (hat's best 
of all. Maybe then, they figure, the proxy will realize that 
he's wasting his life for the glory of another when he could 
he iv tirking for himself. 

Religious folks on the planes see cite proxies els divine 
messengers. They respect ihe bloods for their dedication and 
zeal, even if they serve enemy powers. They know bow hard 
it is lo maintain such a high level of service - some of cm 
have tried and failed themselves. Proxies don’t have easy 
lives, and I hey deserve respect. Thai doesn't mean religious 
sods automatically trust a proxy, but they sure won't attack 
the cutter fordoing what he figures is ihe right thing to do, 

The most common perception nf a|], though, is tb:U 
proxies are simply folks who’re doing their jobs. They just 
happen lo lie more powerful than run-of-the-mill bashers. 
So what if el proxy's beliefs conflict with someone rise's? The 
multi verse is full of opposing viewpoints. 

Truth is, though, people who hold this view might give 
ei proxy el bit more respret than they would a priest of the 
same god. Look at it this way: If a priest can change the 
planes through ihe power of faith, think of how much more 
a proxy can accomplish with h is beliefs, 


♦ FALLSN AGFN+S ♦ 

Some proxies just can't handle ihe pressure of representing a 
living, looming power. They snap under the strain, nr they 
bail out of a crucial mission, or they find their own identity 
resurfacing. Maybe the temptation to cut and run is loo 
strung; maybe they lire of the constant dance of politics and 
danger when dealing with proxies of other powers. After all, 
he mg a proxy is no bet for immortality. Once a body makes 
it that high in the multi verse, every berk who wants to make 
a name lor himself comes calling, Puiting down an agent of 
a god is a good way to build a reputation. 

Whatever (be reason, a proxy occasionally bolts from 
ihe service of ills power. Some lurn stag Etnil spill the god's 
secrets; some just go lo ground and lode from the deity (and 
his other agents) for the rest of their lives. Regardless, they're 
cite bravest sods in. the multiverse - ihey’vc tempted fate by 
spitting in the face of a power. What happens next depends 
cm the nature of iheir higb-up. 
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FAILURE AND PUNlSHmEN + 

Good powers are generally mnre Ielx in (heir IreEitnirnl nf 
failed proxies, the agents can expect dismissal, revocation of 
iheir granted abilities, and ihe need to find el new home 
they sure won't be welcome back in the realm. Ever] the gods 
of forgiveness and mercy don't warn reminders of failure 
hanging around, and they certainly aren't going to reward 
incompetence or defiance, 

'Course, not all good powers let a berk who messes up 
gt] blithely on his merry way. Some gods don't tolerate mis 
lakes very well, and If it’s ;i Spectacular failure — say, the 
proxy turns stag or blatantly refuses a mission - ihe power 
might send other minions to fetch the sod back, or bring him 
id justice iti another fashion. 

Evil powers, naturally, are much less forgiving. A proxy 
who tries to give l he In ugh tn ;l wicked deily might wake up 
one morning In the dead-book - if he’s lucky. See, a god s 
i magi nail oil is nearly limitless, ant! an evil power’s sure to 
hsive delightfully foul ideas on how ro punish a wayward 
servant. 

As for lawful deities, the straight-thinking bloods are 
likely in fall bark on established strictures. Mo doubt they 
laid down clear rules when the proxy look ids oEtih; the sod 
should have no can fusion about what's in store. More than 
any other, a lawful god feels the pain of betrayal when a 
t rusted EigenL defies orders. 

The chaotic powers - well, who knows what goes 
through their heads? Sometimes they Let a failed proxy go 
without el cross word. Ollier limes they send oul armies lo see 
that the berk pays for his mistake. There’s just no way io cell, 
and that's the most frightening part, Few proxies of chaotic 
powers warn lo take ihe gain hie. 

Generally, servants who disappoint their gods head for 
Sigil or the Prime Materia] Plane. They want in hide out 
somewhere (hat iheir former boss Can’t Eirid ’em. Certainly, 
the powers have oilier proxies who can hunt down their 
fallen brethren, but with a bit of care and luck, a refugee can 
avoid pEiying the music — for a little while, anyway. 

DISmiSSAL 

Some proxies rail; others arc pushed. Sometimes a sincerely 
eager agent just 
doesn't work oul els 
hoped. 

'jp 

Or maybe he 

achieves bis goals and is al¬ 
lowed io retire lit peace. Regard¬ 
less. a god can't very well bring calamity 
on a proxy who voluntarily steps down 
when asked (well, he con, but that wouldn't 
do mu eh to recruit future proxies). 

Instead, Ihe bloods usually receive advisory positions 
In the holy armies, comfortable cases in the home realms, 
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ant] servants to look after their needs. Some powers actually 
offer retirement m a proxy who's Iwittg eaten away by the de¬ 
mands of the job. Some powers, of course, make the pitch just 
to be rid of a proxy who has good intentions but poor skLJLs. 

For the most pnn, ihe dismissed are allowed to lead the 
rest of their lives as they will. They may he pressed back into 
service at a later date, but that's rare - unless they manage 
to overcome the problems that caused them to lie let go in 
the first place. 

N0 + ABLE PROXIES 
♦ ©N +HE PLANES ♦ 

Presented below are a lew quick character sketches for prox¬ 
ies, fwo of these bloods have appeared in other ' 
products; the rest are brand new. 

1 1 ■ (PI/9 Itetling/TIG/N) usetl lo he a proxy of Lugh, line 
Celtic god of excellence, but she fell from grace [though an¬ 
drogynous, lee usually plays lierself just slightly female). 
E.ugh could have slain the riefling outright. Instead, lie dis¬ 
pelled her from service with this warning: Ills proxies 
wouldn't actively search for her. but they would kill her if 
lhey happened to find her somewhere. 

Now Ice makes her case in Sigil and dispenses advice to 
pi a Tie walkers.; while serving Lugh. she saw enough of the 
planes to make iter sortie thing of an expert. She dresses in 
black naga hide, with spikes and blades protending from her 
clothing, lee doesn't lalk about what got her booted from 
service, she doesn’t suffer fools, and she always fades from 
sight when a Celtic priest comes its to view. 

h i I' human/P 10,Fl3/CE) serves Malar, 

the god of the hunt that stalks Cololhys (the fourth layer of 
Carceri), He’s one ol the shiftier and more dangerous proxies 
a body'll ever meet. Though he’s u huge hasher, Khamallan 
moves with the grace of a mountain lion - his clawed hands 
cun r;tkv In silt than most eyes can follow. 

Khamallan carries a power key that's good for all 
spheres - a gift from Malar. In return, he shows his god ab¬ 
solute loyalty. He doesn't lalk hack or ask questions, and he 
loves to gut those who do, K ha mallards not a nice fellow, 
and Ills main joy in life lies in tearing out a berk’s insides, 
lie’s got the skill and endurance to irack a sod through any 
kind of terrain, and he calls upon such talents w-hen he's on 
the prowl - in other words, most all of the lime. 

• I (Px/0 androsphinx/FID 15/LG) is a 

proxy of three Egyptian powers and the symbol of an entire 
realm. It's a ere a lore of wisdom and learning, and it loves 
puzzles more than anything else. The Sphinx can cast spells 
as a Hth-level priest from any sphere granted by Ra, Osiris, 
or Isis, and it has a bellow that can flatten trees, Good thing, 
then, that it’s friendly to those who serve good and the 
Egyptian pantheon. 


Chant says the Sphinx was once a fiend who couldn't 
shake its basic nature of evil, no matter how hard it tried, 
the fiend came to Osiris and begged to he cleansed and 
was thus reformed into the Sphinx (with more Hit Dice than 
rimsi such erralures), in gratitude, the Sphinx agreed to pa¬ 
trol the sliared realm and act as a proxy for the three powers. 

i • (Px/o' half“elf/T4/CN) is a proxy of the 
elvish power Erevan lie sere. Outcast from both human and 
elf societies, Fuzaebus used to patrol the fringes of each cui- 
Lurc, preying on both for his sustenance, How he's a proxy - 
hut he's also a petitioner. Oddly enough, Erevan nixies that 
Fuzaebus leave the home realm to explore the Outer Planes. 
A fid that's a task the half-elf fulfills with glee and style. 

See, Luzaebus is one of the most cunning spivs a body's 
ever likely to meet, and he loves to match wits with any 
hasher who crosses his path. He can lay a snare that’d catch 
even a titan, and talk the strictesi mndron info going rogue. 
Very, very few have ever managed to best hint - even the 
mightiest of fiends grudgingly admit to that. 

’Course, it helps that Erevan has granted Euzaebus a 
special gift: ihe power to plane s hifi at will, which comes in 
handy when he plays h trick on ihe wrong berk, Euzaebus 
also carries a bay of holding that contains far too many nnv 
cities and practical .jokes for most folks' liking. 

[Px/9 hariaur/F2Q/CG] is a wandering 
proxy of Thor, who iec her gait] lighting prowess beyond ihe 
reach of most hariaur. As an avid follower of her god, Anasta¬ 
sia strives to emulate Thor in any way possible. She carries a 
throwing hammer that she uses to resolve arguments before- 
they begin, and she's very quick to anger, (Unlike Thor's Mjol- 
nir, her hammer doesn't return to her after being thrown,) 

Anastasia's self-appointed mission is to rid a primc-nia- 
Icriat world of all of its gia Irtish inhabitants, but she hasn't 
yet decided which wo rid should receive her “blessing." The 
hariaur currently holes up in Sigil, soaking upas much chain 
as she can in order in help her make an informed choice. 

Like Ice, • m in (Pi/ J ranar'ri [marquis camhkniJ/HD 

6/C E) is a former proxy. However, whereas the tie fling was 
forcibly relieved of her duties, Sctch lost his proxy status 
when liis power — one of the Abyssal lords wlio'd ascended 
in god hood - Fell in a battle with Kiar ansa lee, the draw god¬ 
dess of vengeance ami die undcad. Now, the deposed god is 
thought to lie moldering on the Astral, abandoned by his 
former Elides, his dreaded wand of evil forever hidden away 
from prying eyes. 

Unfortunately, Bleeding Selch’d come to count (in the 
boost in power he enjoyed while his god still lived. It’d 
helped him stave off the slander and brutality of other 
tanarTi who hated him for being a half-breed fiend. Now, 
there's a price on Setch's head across die Lower V lanes - it 
seems the berk abused his posit kin ns a proxy a hil too much. 
As ei result, the cam bion's gone into hiding. But he’s also de¬ 
termined to restore his drily tn power any way he can. 
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Please note thal the powers below are jus[ examples of abilities granted to proxies, not a definitive list. They're meant to give a 
Dungeon Master a place to start when assigning special skills to proxies, l ikewise, not every sphere appears in the list - only 
some of L hi 1 metre corn mo n areas of divine control. 


Pi ".vi s'- Sr (LUI 

Agriculture 


Animals 
An/artisans 
Beauty 
Fertility 
Cold/ winter 

Courage 

Creation 

Darkness 

Dawn 

Death 

Deception 

Destruction 

Disease 

Earth/ land 
Evil/hat red 

Fate/destiny 


Fire 


Forests 


Fortune/luck 


Ufantld Power 

Make crops grow with a much: cure blight: 
wither Helds: make earth fertile again; as¬ 
sume plant form. 

Automatic animal Friendship; assume ani¬ 
mal form; command animals. 

Protection from the ravages of lime and fire; 
grant inspiration; bring life to masterpieces. 
Shine with inner light; make another beauti¬ 
ful; heal scars. 

Make mortals barren or Fertile; resurrect the 
dead. 

limit cone of cold] shoot icicle daggers from 
eyes: freeze water with a ton eh; rests) cold 
arid heat. 

Create aura of courage: remove magical 
fear; inspire bravery. 

GritnL life Lu inanimate objects; Lmmutably 
join two objects together. 

Move and hide in shadows without fear of 
discovery; bring darkness down uil a foe. 
Destroy undead; create light in impenetrable 
darkness; set the sky aIIre. 

Shiy with a Lunch; destroy uriy resurrected 
individual: bring lethal misfortune on a foe. 
Read minds; cast any illusion spell at will: 
use charm and suggestion. 

Sunder any object In two; disintegrate any 
object by touch. 

Cause disease; breathe cloud of rot ; summon 
swarm {rats, insects, and so on); spread 
plague. 

Create earthquakes; summon earth elemen¬ 
tal; create walls; summon meteor strike. 
Constant protect ion from good', create dis 
sension; use unholy ward and power ward, 
kill at will. 

See the future death of any menial being; 
gauge the likelihood ui’success of any ac¬ 
tion. 

Burning eyes; tongue of flame; fire rests 
tunee; summon Jlanic blade; move through 
flames without harm. 

Automatic Friendship with plants; use pass 
without trace; assume pi uni Form; draw sus¬ 
tenance From trees. 

Always in the right place at the right time; 
grunt winning streak; cause misfortune; 
change weather. 


pawl k *s SritLHi 

Guardianship 

Healing 

Hunting 

Justice 

knowledge 

Life 

Light 

Magic 

Mischief 

Moon/stars 

Music 

Nature 

Protection 

Oecun 

Sky/wind 
I hieves 
I ravel ers 

Vengeance 

War 

Wealth 


Gha u . in I'ue.i.« 

Never sleep; see with one hundred eyes; cre¬ 
ate wall of iron: command shadow guardians. 
Heal hy much; neutralize poison m will; re 
move curses, 

Track any creature, no matter how old the 
trail; never miss with an arrow: move 
silently in any terns in. 

Know t he crimes of any being; use ^hockhuj 
grasp at will, hui only on those who deserve 
punishment. 

Eidetic memory; read any language; explain 
or teach in any tongue. 

Held wounds; resurrect the dead; grant fer¬ 
tility. 

Glowing eyes; create sunburst; dispel dark 
ness; cause blindness in foes; destroy un- 
dead; inspire others. 

Magic resistance; use of wizard spells; create 
certain spell-tike effects at will; remove 
spellcasier's power. 

Thief skills; create cantrips at will: cause un¬ 
co nt rol table taught rr. 

Night vision; travel wherever the moon 
shines; cure or cause madness, 

Perfect ft itch; charm or lull with voice; grant 
inspiration. 

Weather sense; use animal friendship and 
plant growth; call weather, 

Invulnerability to normal weapons; mystical 
shield; confer protection on others; use all 
wall of spells. 

Walk oti wilier; create storms; overturn ves¬ 
sels; call sea creatures; navigate without 
error; calm water. 

Flight; summon hurricanes; summon cloud 
chariot; command avia ns. 

Maximum thief skills: appraise any item; in¬ 
timidate 0 titers. 

Know local customs unerringly; speak any 
tongue; puss through trees; pass through 
stare; move without tiring; llitd porlat; know 
portal key. 

Direction sense; thief skills; call on fiendish 
allies; track target through tilt- planes. 
Espionage; prodigious weapon speed; knowl¬ 
edge of any weapon; create strife; know 
strategy; go berserk {with invulnerability). 
Make money appear or disappear; bless a mer¬ 
chant with wealth; create impassable wards. 
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It seems ihere's been a hit of confusion about petitioners — where they come from, what they 
took and act like, how they’re attuned to the planes, what they can and can't do, and so on, 

Well, some aspects remain hidden- After all, petitioners exist 
in a state of life after death, and no blood's willing (or abk-J 
to say how it ail comes to pass. Planars don't know, primes 
are just as ignorant as ever, and the petitioners themselves 
can't speak of what's happened to them. Proxies have a 
glimmering of insight, and thr powers surely know the dark of it all, hut neither group’s eager 
to share their knowledge. 

The subject's one of the great mysteries of' the multi verse, and it’s likely the powers want it 
10 stay that way. But this chapter easts light on what r.s known. 
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Here's the bottom line: A petitioner is the spirit of a basher who’s died someplace. It doesn't 

matter if the deader was a planar or a prime; he's still going 
in wind up as a pet dinner, and perhaps get re¬ 
constituted In some bodily form. (The only 

exceptions are the un¬ 
lucky sods lost 
to the spirit- 
destroying 
power of fiends 
or the uridead. The 
best they can hope for 
is to be reanimated as the barest 
sham of their former selves; otherwise, they're gone forever.) 

Seems simple enough, right? But sopir gray beards say that only a deader who had a cer¬ 
tain level of intelligence cart become a petitioner - in other words, Eintmals- don't count, 
'Course, the Beast lands are full of critters that many consider petitioners, One theory says that's 

not really the case, that the animals’ spirits only reside on the Beastlaiuls 
for a short while before being reborn again wherever they came from, 
The animals live out many lives, each time in a different form, con¬ 
stantly evolving toward sapience. When they achieve that - when 
they learn to operate on a level higher than the instinctual — they 
become true petitioners when they die. Until then, it’s just a con¬ 
stant cycle of death and rebirth, with only the form 
changing as (he spirit within learns and grows. 

But another theory points out that certain powers 
ojfthe Reastlands let their petitioners reincarnate as well 
- most notably, the Indian pantheon (see "Back From 
the Head," later in this chapter, for more information}. And il they’re considered (rue petition¬ 
ers, the argument goes, there's no reason not to extend the same courtesy to animals. 

The waiers're muddled further by the fact that a body won't become a petitioner unless be 
believes in an afterlife, or al least has faith (however shaky) that there's somethin^ after death. 
A sod who firmly decries the possibility of any sort of afterlife, who holds this to be true in the 
deepest recesses of his heart, finds only oblivion when hr passes on. There's hardly a power ili¬ 
the multi verse strong enough to bold together a spirit that won’t believe in itself. Remember, 
the Outer Planes are grounded in belief, A spirit that willfully disbelieves In its own existence is 
gone. Most powers wouldn't want it anyway, 
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fRem HERE +© THERE 

When el body dies on the Prime Material Plane, his spirit's auto rustically drawn to (he Outer Planes 
through otic of the ninny cpnncciing conduits that wind through the Astral Plane. As the spirit passes 
through the silver void, it’s stripped of its naortal memories, which end up floating through the plane us 
memory cures. The cores tend to congregate in a particular area of the Astral* slowly withering away 
until they vanish a I together (though ihe decay can take millennia). 

I he spirit reforms as a petitioner nn (he Outer Plane that most closely matches ihe (leader's former 
life in alignment and devotion. If the prime happened to worship ll particular power, his spirit reforms in 
that powers specific realm. 

That ain’t how it works for a planar. See, prime-male Mel I spirits Eire pulled through conduits right to 
where they need to go. Rut it’s assumed that planars know a hit more about the mull iverse and don't 
need the hand-holding, When a planar dies, his spirit must make it eu the right plane or realm all on its 
own. It might take a little longer to reach its new home, hut the result is stilt the same - ihe header's rec¬ 
ollections even gravitate to the Astral and become memory cores, 


FT1 E PIT © R I E S AND ITlANNERISmS 

Obviously, with their knowledge sapped by the Astral, petitioners have no memories of their former 
lives. Oh, some might have hazy, fleeting glimpses into their pEists, and in rare Instances a power lets a 
petitioner reLEtin his memories in full. [This luxury is usually reserved for a cherished spirit* and even 
then, it's no easy task for the god; see “Voices From Beyond," later in this chapter.) But more often (ban 
not, the information's lost to the sod forever. Once ihe spirit reaches the plane or realm it’s most attuned 
to, it must start anew, with memories completely fabricated by Ihe plane or the deily, or with the knowl¬ 
edge that it needs Lu start accumulating new ones. 

Losing memories of life is one thing. Lasing mannerisms and interests is another. Petitioners exhibit 
many of the same habits, speech patterns, likes, and dislikes of their former lives. Such things just have 
a way of leaving Ihejr rruirk cm a body lor, to be more precise, a spirit). If a dead berk's former compart 
ions were to meet up with their fallen comrade in petitioner form a staggeringly unlikely event, given 
the Infinite scope of ihe Outer Planes - they'd be able to recognize him. Sadly, though, their old friend 
wouldn't know (hern from a pack of bubhers. 

See, petitioners don’t realize they're dead. Their current existence Is the only one they know, and it 's 
the only one they acknowledge. If some pushy berk tries to force the truth upon a petitioner, he might 
accept the revelation - intellectually, at least. But most of 'em turn downright surly if made to confront 
their previous lives. It’s like idling a living person thai he's just the spirit of a dead animal. It's not 
something a body wants in liear, even if it's true. 

PERSON AU + Y 

Snobs on the planes (living ones, anyway) sny that petitioners are colorless and boring, that they’re so 
much background fluff, that they don't mean anything in the grand scheme of ihe multiverse. Nut only 
is that insulting, it's completely untrue. A petitioner may have lost his old life, but lie's far from being a 
blank slate. Many build new lives around the mannerisms they've held onto. And some can faintly re- 
member portions of their pasl lives, memories on which they can base more experiences. The scam rec¬ 
ollections don't provide any useful information; they're like trying to euieh fog in n nei. But at leasl 
they're something to build on. 

More importantly, though, a petitioner's iriirnl is shaped by the plane be reforms on, not to mention 
the specific realm (if any), Powers grant Insight to their followers m sniEill pieces* doled out as the peti¬ 
tioners progress through the afterlife, Bui the very nature of a plane tends to nmnifesi itself in a peti¬ 
tioner, Those of ihe neutral Out lands keep a running tally of folks they've helped and harmed, good 
deeds and bud deeds, truths and lies - all in the name of maintaining a balance, Pclilioneis of harsh 
Carceri are a cagey lot, always scheming and striving to get ahead. And those of glorious Mount Celes- 
t je] Eire gen lie and kind, though stern when i! comes in stamping nut the taint of evil. 
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How long a body's been a petitioner also color?) his per¬ 
sonality. The newesi art 1 si ill unsure of Iheir place in things, 
and flail about until they stumble across w ha fever will reveal 
rhe muli of their existence. Those who've traveled farther 
along I he path sri by their deity are more at peace with 
themselves. 

Tims, petitioners’ personalities vary almost as much as 
those of the living. They ran 3k- angry, brawling, peaceful, or 
help Full J-il I us the situation demands. Just because they're 
[leaders doesn't mean that they've forgotten the ways of 
mortals. 

physical Feams 

Just as personalities vary From plane to plane (and from 
realm to realm iWtJrin a plane), a petitioner’s shape depends 
on where he reforms. On most planes, a spirit just takes a 
form well suited to survival there. Evil spirits who end up on 
the Lower Planes often become larvae. Chaotic berks who go 
to Limbo reform as shifting dumps of chaos-stuff. The hulk 
of the planes seem to produce humanoids. 

Bui even that depends nn factors like a deader’s former 
life. A human from the Prime whose spirit goes to Ysgard will 
likely reform as a human, and a dwarf as a dwarf. 'Course, a 
human who worshiped a dwarf power’ll go rhe realm of his 
god, where he'll appear in a form chosen by the deity - prob¬ 
ably that of a hearty dwarf. Truth is. powers can Force their 
pciiiloners into tiny shape desired: evil Set ofBaator is known 
to favor hyenas, crocodiles, and the like. 

Stranger still, spirits that wend their way inward certain 
planes might become pel iii oners that eventually evolve into 
living planar crealures. Petitioners of Mount Celestia become 
lantern archons, floating halls oflighl. In the Abyss, particu¬ 
larly evil petitioners can take the Form of manes: on Ha at nr. 
lemures. Each of these creatures can eventually he promoted 
to a higher station in the hierarchy of iis new race - a sta¬ 
tion in which it stops being a petitioner and is "reborn/’ (For 
more details, see “Moving On/' later in lids chapter.! 


On planes of selfishness and evil, a desire to improve is 
marked by w dKiinei tendency toward lying, cheating, steal¬ 
ing, and killing. On planes of order and tranquility, it's ex¬ 
pressed through meditation, contemplation, and holy reclu¬ 
sion, seeking to understand higher laws and higher powers, 
tin yet others, the drive propels petitioners to seek truth in 
hard work, to strain and struggle their way toward an under¬ 
standing of the cosmos. 

Whatever path leads to oneness, a petitioner won't he 
denied from walking ii. The sod always has the desire to 
change, to been me Nome thing more. Maybe he's searching 
for the promise of peace, or maybe he wants to become Ute 
most powerful berk ill the multi verse. Whatever the drive, it's 
the core of the petitioner's spiris, and there’s no changing it 
except hy divine decree. 

Eventually, h's hoped, he reaches the end of the road, 
discovers the answers that eluded him in life, and merges 
wish his plane nr power. If lie doesn't, chant is that he even¬ 
tually fades away, with only the barest essence of his devn 
tion fueling (he land's heart or the god's might. 

The most important thing to re mem her ah out a peti¬ 
tioner is litis: Ihe basher's always, ahvays Looking fora way 
to join his plane nr power, h doesn't matter what else he's 
doing; (hat goal always lurks in (he comer of his brain-box, 
and he bends all his efforts toward achieving it. A body who 
deals with a petitfoner’d belter keep that in mind when judg¬ 
ing the berk's motivations. 

What's mure, rhat single minded ness is pretty much the 
only way to tell a petitioner from a regular living sod. After 
all, most petitioners look and act the same as everyone else 
(not counting those who become chaos-blobs on Limbo nr 
arc ho ns on the Mount). But engage one in a few minutes of 
conversation, and every word out of his month 11 lie back to 
the perfection of his plane or power. It's just plain boring to 
listen to a petitioner go on and on. It's also mighty annoying 
to see distracted Looks play across Itis face, as if he's got 
much more important things ua do than stand around and 
chat nil day — which, of course, he does. 


THE U RGE +© mERGE 

The basic goal of any petitioner is to become the ideal of his 
devotion. In el her words, a spirit that reforms on a plane, but 
not in a particular god's realm, seeks only to merge with (hat 
plane - to become rhe ultimate representation of the land s 
alignment. Petitioners of Media mis, the clockwork plane, 
strive to become as lawful and as neutral as possible. 

A spirit Lhat lakes shape ill the realm of el power, 
though, is ei bit mure directed. Petitioners of realms don't 
want merely to merge with ihe plane; they want to achieve 
union with their god. 

Either way, all petitioners have the spark to improve 
themselves, to develop their devotion to die point where they 
simply become one with their plane or power, But as 
before, this drive manifests ilself differently, ac¬ 
cording to the nature of each plane. 


WHA + 'S +HE P91N+? 

So why do ihe planes draw like-minded spirits to their bor¬ 
ders? Why do the great and grand powers care if measly pe¬ 
titioners merge with them or not? 

It’s till comes back to the fact that the Outer Planes ran 
on belief. Petitioners who achieve union with their plane add 
their devotion to its makeup. Etmi reinforce the basic nature 
of the land. More Importantly, the powers literally feed on 
the belief of their worshipers- The greater rite number and 
stronger the faith, ihe mightier the god becomes. And a 
power who receives petitioners receives distilled belief. 
That’s the chant, anyway, and that's why deities take very 
dimly to berks who iry lo harm their petitioners. 
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So far, it might seem thal a berk with a nominal belief in a 
power and one who's a fervent follower of the gad both 
reach the same point after death they become petitioners 
in the deity's realm. Well, that’s just so much nonsense. It's 
no dark that the more faith a body has. the more likely it is 
that he progresses faster through petitioner hood. Those 
who're less faithful have a harder lime of j( r 

Basically, what this means is that then: are several cate¬ 
gories of petitioners The first are faithful - the priests, 
the truly devoted, and (hose who best exemplified their 
alignments. They’re the ones who held fastest to iheir beliefs. 
As petitioners, they've got the knack of tumbling 10 
what they need to learn in merge with their power. 

It’s just instinctual. Chant is that the faithful also 
return more oft heir mortal personalities, 

The second category arc the seefcers. 

I hose are rhe folks who valiantly sought to dis¬ 
cover truth in life, hut just never found answers that 
seemed to satisfy them. Si ill. they tried, and that’s what's 
important. Faith runs deep in their hearts, and os petitioners, 
they walk the path well. 

Close behind the seekers are 1 he misguided. who though I 
they knew how to attune themselves to their power, hut were 
a bit oil. Lin fortunately, these sods usually aren't willing to 
admit that they were wrong. Rut their hearts are in the right 
place - they’re eager to devote themselves to their god. I hey 
learn Ihc dark of true faith easier than do nonbelievers. 

That’s the last bunch - the fail It icss. As petitioners, this 
lot’s got to stRTt from scratch, free of guidance, The best they 
can do is to watch the faithful progress and pick up pointers 
as they go. The worst they can do is offend the power so 
greatly that they’re expelled from the realm. Bui most faith¬ 
less never actually go that far; they just take a much longer 
time to gain enough understanding oft heir power to achieve 
union. 

EXCfP+l®NAl 
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got 1 he ability to enforce their powers’ will. In essence, the 
bloods Eire- a step between proxies and petitioners (though 
some of them are. indeed, true proxies), Wliai's more, the 
successful completion of their duties draws them ever closer 
U) blessed union. 

In places like Ysgard and Arcadia, it seems as if excep¬ 
tional petitioners ain't so exceptional — they’re everywhere. 
Eui these special folks are by no means common throughout 
the Outer Planes. A Dungeon Master can still include excep¬ 
tional petitioners on any plane, but he should remember that 
the bashers are usually found among the powers of war 
and oilier physical attributes. 
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Most petitioners are o- and 1st-level berks, unable to ad¬ 
vance ill worldly experience because they're busy progress¬ 
ing m spirirual matters. Though they’re skilled, smart, el rid 
capable, they dori'i accumulate experience as does an ordi¬ 
nary basher. 

Some break the rule, earning levels and power like a 
mortal. These are the exceptions, the petitioners who serve 
deities of war. wizardry, or thievery The best known of t hese 
are the per and the einheriar, the servants of upper-phmar 
powers. They inch closer to union with their gods by focus¬ 
ing on the art of combat, and they’re some of the toughest 
hashers on the planes, too. 

Exceptional pensioners still ha ve ihe desires of their or¬ 
dinary comrades - their main motivation is the drive to 
merge with their power or plane. It's just that they've also 


♦ BACK £ R.® m + H £ DEAD ♦ 

As noted earlier, some powers allow reincarnation, Idling 
their petitioners return iron the dead to live again, Rut truth 
to tell, most gods are extremely pccry of releasing their wor¬ 
shipers hack inlo the mortal world. After all, the sods might 
make the wrong choices next time around, and wind up 
under some other deity’s care. 

Sure, the Indian pantheon enforces reincarnation, but 
are petitioners truly released from the divine realms? Or are 
they sent back uun only after they first merge with their 
power? Most bloods figure that a reincarnated basher's got a 
piece of his deity in him, or at least a piece of the pantheon, 
so that he won’t turn away from them when it's tine it) 
chouse in his next life. 
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S«UD FLESH 

For sdm l l folks, jrfaefmmrfcjfl, re 5 urFiecfj‘oH n Find other spells that 
deal with the rleati (and undead) an 1 a sticky problem. What 
happens to a petitioner whose body is the recipient - willing or 
otherwise - of magic cast to bring the dead back to life? 

hi game terms, it works like litis: "Hit basher must make 
a system shock roll. If lie fails, the magic fizzles, and he stays 
right where he is. If lie makes the roll, though, lie’s still an¬ 
chored to his mortal body just enough for the spell to work. 
Primes are reeled buck to the Prime Material Plane through 
the Astral, where they’re pulled through the memory cores 
they lost when they died. (Spirits have a natural affinity lor 
their own memories, though they can pick up someone rise's 
instead, with disastrous consequences.) 

Plana rs h rough I bark let- life might pass through the As 
iral, or they might not, depending on where tiie spirits are 
coming from, If they bypass (he silver void, their memory 
cores still seek them out ii just might take longer for the 
recollections to reach them. 

Evert spirits whoVe hern petitioners for hundreds of 
years can be pulled back into their bodies. As long as they 
* haven't given up all their mortal ties, they're vulnerable to 
such magic. But no matter if a sod's been a petitioner for a 
day or a century, when he awakens in his old body, he has 
liitJe or no memory of his time on the planes. The return of 
his 4 nig Lila I memories wash the others away. 

Unfortunately, some folks gel excited and jump to conclu¬ 
sions about this kind of necromancy, They figure that they can 
destroy a lanarbi a baatezu, or even an archun just by casting 
resurrection on its mortal body (after all, those creatures start 
out as petitioners). Well, they're right - and wrong. The magic 
works, hut only on creatures that are actually petitioners, like 
manes, lermtres, and lantern arehorts. Once those hashers move 
up rhe ladder ut promotion and become new creatures, they’re 
no longer petitioners - and all ties to their former bodies are 
severed. (See “Moving On," below, for more details.) 

'Course, even if a spell slinger docs just want to “undo" a 
lowly creature like a Jem lire, he’s got to find the petitioner's 
mortal remains first - if they’re still intact. But it's been 
known in happen, h’s a neat way to rescue a dead comrade 
whose spirit's been taken to the Abyss and turned into a 
manes. Then again, a berk evil enough to have suffered that 
fate probably won't have friends eager to bring hint back, 

V©ICE S FR© m IEY0ND 

The spell speak with dead has even more bloods puzzled. 
How can a body learn anything from a petitioner who’s been 
st rip fieri of his mortal knowledge? 

Here's the chant: The spell apparently contacts the 
memory core of the deader, floating through the Astral - not 
the sod hitnself. The petitioner, wherever he is on the planes, 
isn't affected at all. Thus, it ain't precise to call the spell 
speak with dead. It’d be i\ heller idea to call it something tike 
speak with memory'. 


A power can try to fetch a petitioner’s memory core, 
too, in order to let one of the faithful retain his mortal 
knowledge in the afterlife. Bui it's a terribly hard trick, even 
for a god - it's like combing a beach for a particular grain of 
sand. Naturally, most powers are loath to spend their time 
and might ibis way. 

Chant is that bdgil's back alleys hide cutlers who venture 
to the Asiral to retrieve the memury cores of fallen heroes or 
villains. Rut if it's a dilTicull feat fora god, bow hard must it 
be for a mere mortal? Even if a berk did manage to find a 
memory core, how could he tell if il were the rigid one? How 
could he carry something as airy ns thought home again? 
No. most such "retrievers” are frauds and charlatans, 

Still, rumors persist that a Lew of these knights of the 
post are for real - githyanki who know the Astral like the 
backs of their hands. If true, the eutiers face great danger 
from astral dreadnoughts. Sec, the fell creatures try to de¬ 
vour memory cores, mistaking them for astrally projecting 
travelers, and woe he to any retrievers who get in the way. 

♦ mevtNG ®n ♦ 

Bloods know of two ways that petitioners can evolve. The 
first is the eventual union of a dead spirit with its power or 
plane. The second is the rebirth from a peril inner into a liv¬ 
ing planar creature. 

| ©Yffl US U N I ©N 

Tills kind of evolution is by far the most common. As peti¬ 
tioners advance spiritually io their new lives, they draw ever 
closer 10 a final understanding of their plane, their power, 
and their place in the multi verse, Once they’ve reached that 
understanding, they dissolve into the very essence of their 
god or their land, 

A petitioner who merges with her power doesn't lose her 
identity fully; it remains as an integral part of the union, 
something that gives more strength to the god. Her personal¬ 
ity is subsumed into the power's, and she becomes one of the 
voices in his head. The god maintains his force of will, the 
petitioner (to a lesser extent! maintains hers. Does that mean 
a power coulil ever he scattered back Into has component 
personalities? Probably not, Once petitioners are absorbed, 

I hey stay absorbed. EJn the other hand, the fragmentation of 
a god would certainly be Fi sight to see. 

Some sages speculate that the petitioner reaches such a 
close understanding with the power that she actually be- 
contcs the power — or, at least, slu- imagines that she docs. 
She can see the lesser sod that she used to Inc. but she recog¬ 
nizes that she’s become infinitely superior to her old self. 

The odd thing aboul this is that every petitioner who's 
ever merged with the power feels the same. They all feel like 
the driving force behind the god's mind, and because they ail 
believe il, they're all correct. Sec, this theory says the powers 
are really rolled ions of folks who've learned to think the 
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exact same way - or, in other 
words, Ei blood who’s learned to 
make others think exactly like him. 

Apparently, a petitioner who 
merges with her plane goes 
through much the same experi¬ 
ence. only on an even grander 
scale. No one really knows what happens 
for sure, but it’s thought that the basher’s 
spirit enriches ihc plane arid creates new land- 
scapes within it, 

€V©LU + 1©N +© N€W F©RITIS 

The second type of evolution is toward planar forms. It's unit- 
that the lowest kinds of some planar creatures [including 
baatezu, tanariri, and archons] are petitioners. However, as 
soon as they take the next step - us soon as they’re pro¬ 
moted to a higher station - they cease being petitioners and 
become Lull members of their new race. They start 10 abide 
by the rules of that race, instead of the rules for petitioners 
If they’re killed while away from their plane, they're not lost 
forever Instead, they reform back at home - some in the 
same form, some at the lowest rung of the hierarchy, 

HI nods'vc noted chat some of these planar creatures can 
actually climb as high as godhood. In the Abyss, for ex¬ 
ample, even the wenkesi fiend can eventually reach ihr lop 
of its race by intimidating its fellows into bdier'iijfr ihiit it's 
powerful and deserving, And such mighty tsniar ri can some¬ 
times make the lenp from ordinary fiend to Abyssal lord, Eind 
from there, to authentic deity. 

♦ THE FINAL CUR+A1N ♦ 

Petitioners aren't immortal. They can die just like any other 
berk - fact is, they can he killed far easier than most. What 
happens to u petitioner who doesn’t merge or evolve, but 
gets himself put in the dead-hunk Instead? 

There’s no easy answer. It depends on whether the sod's 
on his home plane or not, whether he's in his power’s realm 
or Dff gadding about somewhere else, and whether he's been 
killed naturally or unnaturally. 

First of all, ll petitioner kitled while away from his bottle 
plane is dead, gone, lost forever. In alt the wide, wide mu!El- 
verse, only a lew ways of bringing these leatherheads back are 
known to exisi. and they're all fantastically rare. Evert powers 
don't restore petitioners wbn've gotten themselves killed ofT- 
plane. Generally, if the petitioner’s off-plane, he's out of his 
gud’s reach. (Clangeddin Silverbeard, the dwarf god of battle, 
is an exception to this rule; for more information, refer to bis 
entiy in the chapter on thedwarvish pantheon.] 

The best a dying petitioner can hope For is that a by¬ 
stander's quick with a zpiritbowl — a celestial item that cap¬ 
tures the withering spirit. A kindly traveler can then carry 
the bowl back to the petitioner's home plane and release the 


spirit there. The peti¬ 
tioner won’t reform, but 
eiI least he’ll get to merge with 
his plane. 

The same late awaits a peti¬ 
tioner killed while on his home plane, 
but outside the realm of bis 
power (if any). His corporeal 
form’s lost, but he can join 
with Hie essence of the land. 
It's certainly riot the kind of 
merger petitioners hope for; they don’t like dissolving into 
their planes until they've reached the ultimate ideal of their 
devotion. 

It’s an especially harsh blow for a petitioner devoted to 
a particular power. He naturally wants tn merge with his 
gnd; that’s the point of his whole existence. The faithful see 
(heir struggle for meaning and undemanding washed away 
in the blink of an eye. Still, It’s better than nbliviun. And ai 
least they know that they're contributing to their world view. 

A petitioner killed within the borders of his god's realm is 
either pie maturely absorbed by the deity or simply remade, 
depending on the god’s wishes. Some powers won’t take a 
spirit that's not ready, while others don't want to expend the 
energy to bring a petitioner back to l ife. How important is it to 
a god lo have a fully prepared petitioner? Welt, if there were 
any benefits to merging with the faithful ahead of time, it’s a 
bet that the pnwers’d urge their petitioners to find ways lo die. 
fiiti they don’t - not even the powers of death. So here's a 
good guess: It’s better for ei god tu take a cutter who's learned 
the ways ofthe multi verse chan a sod killed before his Lime. 

Fimilly, a petitioner who meets, his end in an unnatural 
way - such as being tEikrn by undead or spirit-sticking 
fiends - is also lost lo his power, h might he a different story 
if the monster happens to be under the eontnol of the deity. If 
the power moves quickly, he can force the beast to yield the 
stolen spirit; the process is akin to making ee Fiend vomit. 
Sadly, the spirits are always tainted by their absorption into 
the wicked creatures, and only the most evil of powers relish 
their taste afterward. 

Bui no mauer where or how a petitioner dies, another 
question rears its ugly head: Does he leave a corpse behind, or 
does his body which is just a temporary shell, aflcr all - 
dissolve along with the spirit? It depends. If the sod gets put 
in the dead-book while in a place rooted in belief in the phys¬ 
ical, the body remains, If the realm’s more a tamed to spiritual 
matters, the body vanishes. Thus the battlefields of Ysgard 
and Acheron are littered with corpses. But most planes aren’1 
as grounded in ihe physical as are those war-torn sites. 

Once a berk understands how things work, it’s painfully 
clear why petitioners hate leaving their home planes or 
realms. Fact is, they Just won’t do it, not unless sent on a 
special mission by iheir deity. The eternal death of a peti¬ 
tioner is always a sad event. To see a life force snuffed com¬ 
pletely from existence, with no hope for return, ever, really 
gives a body pause. 
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The 


The faithful say the powers are the most important hashers the multiverse has yer produced. 
The Athar claim the powers are just a big lie perpetuated by berks who're strong enough to 
force others In believe in [hem. And some think the powers are nothing but the nexl obvious 
step in mortal development. All of these bashers are right - and alt of them are wrong. When 

it comes to ih l 1 powers, it’s almost impossible to classify them, 
ft jjF' Stall, bloods across [he cosmos have taken to f he task. 

After all, life on the planes is all about the exploration of be¬ 
liefs, the discovery of truths, and the daring of everything a 
body holds dear More ihan a lew have si tun bled, wiped from existence because they dug loo 
dose to the heart of the matter. Cannier cutters try to cover their tracks to keep from meeting 
such dire ends, bee, while good jink and high fame await n blood who enn give the powers the 
Laugh and escape with their secrets. It’s no dark that any blood who wants to try is barmy. 

This chapter presents chant gathered by folks over the 
millennia. And what one sage swears is true, 
nother denounces as nonsense. But ns far 
as the powers go. each 
story's as good 
eis the next — 
that's why it’s 
all here. The 
cute thing every¬ 
one does agree on is 
this’ The beings known as 

the powers are, indeed, mighlier than a body can imagine. They're certainly not to be 
toyed with, and any sod who tries it won't live to brag about it later. 

Rut gods're more than just hig mortals with lots of 
impressive tricks and rnighiy abilities. 
They’re concepts anti symbols, too. They 
-y; . , embody every aspect of their portfolios, the 

living representations of their spheres of 
control - and of mortals' hopes and fears. 
The essence of the powers extends to a whole other 
kind of existence. 

it’s crucial to remember that - rite powers are 
incomprehensible, their motives and abilities 
unguessable. If they've chosen 1o Id the material 
in this chapter be revealed to mortals, who can say 
how much more they’re hiding? And perhaps the gods allow or even encourage the spread of 
wrongheaded chant. After all, it's a hcl they guard their secrets jealously, and arc most likely 
eager to steer folks away from the true dark of things. 


♦ S£CR£+ ORIGINS ♦ 

How did the powers come Ut be? Did they spring fully-formed into the multiverse? Did they 
create the Outer Planes? Did the planes create them? 

Well, (he answer is really a matter of belief. One story says that, long ago, the powers 
were spirits created by legends of a place either benign nr malign, appeased by shamans of 
this other world, and venerated by the people of the land. The spirits absorbed the worship of 
the mortals, feeding on it, growing ever more able to influence the lives of their devoted, 
Eventually, the spirits grew strong enough to claim dominion over sects of people, and began 
passing their own laws. They offered to guide mortals toward a greater understanding of the 
mysteries of the multiverse - but only if the sods followed the rules and lived their lives the 
"right" way. 
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As ihey grew in rhe hearts and minds of the people, the 
spirits started to granl demonstrable signs of their power to 
certain worshipers. These bloods then showed off (heir new 
abilities to friends and foes alike. The chant spread through¬ 
out tile masses, and more and more folks gravitated to the 
spirits' ways of thinking, which in turn made the spirits even 
more powerful, Eventually, the believers organized religions 
around their chosen spirits, built temples and monuments to 
their glories, and encouraged tubers to think as they did. 
Firmly immortalized in the cores of the people, the spirits 
could claim gudhood for themselves - and back up the 
claims with shows of force or love. 

Naturally, even as the powers acted on the people, so 
did the people aer on the powers. The expectations of the de¬ 
voted shaped the powers’ actions and reactions, Thus, the 
powers were really created and sustained by legends, their 
very forms modeled according to the beliefs of the people. 

’Course, that’s just one theory of how it all came to pass. 
Another says the powers were the ones who created the rnor- 
tals, so rhe sods should be beholden to their gods. This school 
of thought holds that the powers always were, that they 
pulled the mortals out of the primordial soup, that they act 
on the people without being acted upon En return - in other 
words, that the control is a one-way street:, Whelhor this is 
true or not, most folks dismiss the idea as propaganda from 
the powers themselves. 

DIVISIONS 
♦ ©f S+R.I NG + H ♦ 

Common wisdom puts the gods into four different camps, 
depending on the level of belief and strength each has in bis 
corner demipower, lesser power, intermediate power, and 
greater power. Each of the four divisions is clearly separated 
from the others; what comes easy to one type of power may 
well be impossible for another below it. 

DEIT1 IP©WERS 

Demi powers arc often mortals who’ve sprung from the leg¬ 
ends and annals of ihelr still-living kin, bashers who've 
made such an impression on the fleshly world that they've 
ascended to the rank of deity (the lowest rank, sure, hut a 
deity nonetheless). The newest dernipowers arc eager in 
prove themselves and their divine abilities, and they provoke 
tussles and scraps to demonstrate just how tough they are. 
The lucky ones pick flghis with stronger gods who won't 
squash them outright. Those who aren't so smart aim for the 
top - they try rt> rake on greater powers, and don't last too 
long after that. 

A canny demipower watches the politics of the gods 
carefully, keeping nut of the major feuds until he's sure of his 
own might. By that Lime, he usually realizes just how weak 
he really is, and figures out how careful he'd better be 
around other powers. Since demlpowere have only minor 


spheres of influence, they're often ignored by their hetrers, 
anyway. Lucky for them. 

Demi powers can gram spells of up to 5 th level, Thus, 
they don't draw the truly ambitious priests. On the other 
hand, dernipowers are so glad for the priests they tlu get that 
they grant as many benefits and abilities as they can. It’s one 
of the few rewards a body gets for placing his faith in sueh a 
weak power. 

LESSER P©WERS 

Lesser powers are a step up from dernipowers, but they're 
still among the least of the gods, the servants of the greater 
and intermediate members of a pantheon. They’ve got no 
chance of surpassing their betters - at least not without 
pulling in worshipers from across 1be planes in vast droves - 
and they know it, Some lesser powers resent that fact and 
rebel against the mightier gods. Most resolve to make some¬ 
thing of themselves instead, and they begin feuding with 
powers of other pantheons in an effort to pull more believers 
their way. 

Lesser powers can grant spells of up to bth level to their 
priests. Some do so with reckless abandon, hoping lo impress 
mortals with beneficence. Others hoard their strength, hop¬ 
ing to create worshipers through reputation. Roth methods 
seem equally valid. 

IN + ERmEDIA + E P©WERS 

Intermediate powers occupy the next higher rung on the di¬ 
vine ladder. They’re not quite the top dogs because they lack 
the vast creative abilities of the greater powers. Fad Is, they 
usually end up serving the high-ups to some extent. Sure, in¬ 
termediate powers still have strength far beyond mortal 
reckoning, and they don't hesitate to disagree with the 
greater powerful of their pantheon. But because they're often 
created by the greater gods, they don't push their arguments 
loo far. 

intermediate powers do share one perk with greater 
powers: They can gram spel ls of any level to their priests. 

GREA+ER PeWERS 

Greater powers are the high-ups of a pantheon, Even if a 
pantheon boasts several greater gods land those that do are 
truly mighly - very few pantheons have more than two or 
three), it’s usually overseen by just one creator power, the 
deity whose energies initially infused the creatures watched 
over by the pantheon. 

Greater powers are- said lo be omniscient, or nearly so. 
and I heir knowledge of mortal nature makes any action 
taken against them ineffectual almost before it begins. They 
can reach across the planes and kill a cnorial with the merest 
speck of their strength (unless the sod’s under the protection 
of anuther greater power; then il becomes a tug-of-war that 
can go on until one of 'em calls it quits), 
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Greater powers are beyond uti fathomable and ineffable; 
their motives transcend all mortal ken, A body just Heis la 
hope they act in a way that's best for the people. If the Gods- 
mtn’s Theory of how greater powers suck away the lesser is 
correct fsee "The Nest Step/ below], it would seem the 
greater gods are fully capable of abandoning their worshipers 
for their own gain. It might nol be desert ion in the strictest 
sense of the word, but it sure feels lhal way to believers. 

Greater powers can grant spells of any level to their 
priests. Ai’ler nil. these gads are Ibc ultimate creators and de¬ 
stroy ers, and no berk alive can tell them what io do (except, 
perhaps, for the gods of the gods - the overpowers, of single- 
sphere pant beans). 

THf NEX+ 5 + EP 


♦ FA m I LIES AND L9NFRS ♦ 

As, endless as 1 he planes are, a body’d think that Lhere’d be 
plenty of room for each power in The multiwerse to have Ills 
own personal stomping ground, Thai’s im issue for phinar 
cartographers, but regardless, most gods tend to belong io 
pantheons- and share large realms, Generally, deities that're 
bound by blond (whether they're truly related nr merely arose 
from the same cosmic source] congregate in the same area. 
On the other hand, the only thing some powers have in 
common is the home world af their worshipers, Jusl because 
a batch of gods has a load of devotees on the prime-material 
world of Tori I doesn't mean that those gods share a realm on 
the planes. Single-sphere powers can be found everywhere 
and anywhere. 


Here's a strange fact: Et seems chat many pantheons Lhat 
have more than three greater powers sooner or later find 
themselves on the w:iy nui. For example, Ihe Finnish pan- 
theon has five greater gods, and the Sumerian pantheon has 
four - and both groups are fading from mortals' hearts and 
minds. 


'Course, the Greek pantheon, with lour greater powers, 
is just as strong as ever, so die theory doesn’t hold true in alt 
cases. Still, the Idea’s led canny cullers Io trigc a goad hard 
look at the pantheons that do fit the theory. Are they failing 
simply because the powers are Losing believers? Or do they 
lose lusler for other reasons? Does the presence of so many 


greater powers put a strain ou the group, causing U to break 
EipEirt under its own weight? Or does the pantheon not so 
much dissolve as , , . ascend? 

A handful of sages (especially facliuneers in the Believ¬ 
ers of the Source) speculate that pantheons start to die when 
the greater powers prepare themselves For an even greater 
transformation, The high-up gods draw on the strength of 
the inferior deities — and the very lives of their mortal be¬ 
lievers - [t] push ihem over the top. 

Bui the lop of whal? What Eire the greater powers mov¬ 
ing toward? Well, one idea says their efforts spell the cre¬ 
ation of yet another Facet of the multi verve, something be¬ 
yond the Outer Planes. Here’s the chant an that theory: The 
Inner Planes, seat of the elements and building blocks of na- 
iure, appeared first* The Ethereal Plane came second, fol¬ 
lowed by the Prime Material Plane, where the dements com¬ 
bined and formed mortals. Mortals created knowledge, and 
knowledge formed the A si ml Platte, the bridge to belief, And 
with the development of belief came the Outer Planes. 

So, the sages wonder, what's next? What lies beyond the 
realm of belief? 'Course, lo pose an answer to lhat question, 
a body’s first goi to accept the theory of the creation of the 
multi verse as stated a hove. And since the theory implies that 
primes existed before (he Outer Planes - and. In 
fact, helped to create the Outer Planes - __ 

the idea Isn't exactly 
welcomed on. the _ 

Great Ring, 1 ;W 




BELONGING +8 A PAN+HEON 

lots of folks don’t understand how a pantheon arises in ihe 
mlilliverse. They sue a group of powers clustered together 
and don't know why. Here’s the dark of it; 

Pantheons Eire often funned out of a single well of belief 
(or, if a body holds to the mythology, create themselves from a 
single source!. Together, the gods of a pantheon are the Ideal 
of a mod a] culture, ihe summation of all (bat culture is. Sec, if 
li society were represented by jusl one god, (he people’d seem 
rather shallow (unless the deity symbolized all things to eiIJ 
folks), A pantheon gives the members of a culture several dif¬ 
ferent idcEils lo strive for, each of (hem worthy in its own right. 

Pantheons aren’t just models for mortals, though. A 
group of gods hands together fora reason: to understand the 
ebb and Bow of ihe moluverse. If they can rely on a gretiier 
power to hold them together, they can concentrate on study¬ 
ing their specialties and report findings back lo the head of 
Ihe pantheon. Thus, the greater power absorbs Ihe knowl¬ 
edge of all others in the pantheon and filters a unified un¬ 
derstanding back lo the other gods, giving (hem a clear pic¬ 
ture ol what's happening in the multi verse. 

In other words, belonging to a pantheon increases a 
deity’s influence and knowledge a hundredfold. Fact is. some 
pantheons exist only It] Iced the greater power, with the 
others acting as planar avatars of a son. Take the Greeks, for 
example - most folks who think of that group instantly as- 
sacultc ft with Zeus, the leEider, In a sense, he is the pan¬ 
theon, and he rules the oilier Greek powers with a firm hand, 
making sure Ihcy loe the Olympian line. 

Some pantheons work toward elevating Ihe entire 
group, or even an abstract force (for example, the Kryrmish 
gods of good, evil, and neutrality strive to support their re¬ 
spect] ve ideals). Whatever Ihe arrangement* it's worked out 
nicely. For the most pan, only deities of monstrous races 
hold fast against forming groups. But even that "rule" has its 
exceptions, most notably the goblin and ore gods. 

Many pantheons - like the Egyptians - scatter them¬ 
selves throughout the planes, hoping to make their influ¬ 
ence fell across a brooder area. Others - like the CutLs and 
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elves - cluster In a shared realm where they can concentrate 
rheir strength. 

Regardless of living arrangements, though, the minor 
members of a pantheon lend to have few, if any, secrets from 
each other rheir doings an 1 known throughout (he group. Pan- 
iheuns thrive on communication, Eirnl those lliul don’t toss the 
chant don’t survive for brig. By keeping themselves abreast of 
die beliefs and thoughts of the others, each power maintains 
his own position and occasionally climbs a. notch in stains. 

’Course, it ain’t all hearts and flowers. Sometimes in¬ 
fighting breaks out within a pantheon. Powers can struggle 
for stains and respect, and even steal worshipers from other 
members of (he group, glorifying themselves at their 
brethren's expense. When lids happens, the head of the pan¬ 
theon nuts I step in lo pul Lhings right And he'd better do it 
swiftly to keep the group alive. 

Remember, a greater power represents the pantheon, 
and embodies everything it stands for. How can a leader do 
i hat when ids underlings are brawling? Unfortunately, most 
pantheons have a god who goes against the grain, who per¬ 
sonifies Less desirable aspects of mu rial culture — and who 
gets punished more titan the others. The mischief-maker Loki 
springs lo mind: he’s regularly exiled to Pandemonium for 
causing strife among the res! of the Morse gods. And some 
pantheons have actually driven their troublemakers out. Fhe 
elves threw wicked Lollh out of Arvandor, and the Egyptians 
banished Set from Heliopolis. 

At any rate, a greater power leads, represents, and disci¬ 
plines ihe pantheon. If he can’t keep his group in line with its 
ideals, he suffers in Llie eyes of other leaders. The belief of 
powers is a mighty tiling, and appearances tend to be impor¬ 
tant when dealing with gods, 

BELONGING +© 
mUL+IPLE PAN + HE&NS 

Some deities manifest themselves in several pantheons. 
Cham is they do it because they’re seeking more power for 
themselves, or because the rest of thejr pantheon is dying 
and they want to make sure they survive the passing of their 
fellows. In a worst-case scenario, it’s a last-111eh ailempl to 
slay relevant in a changing mu diverse. 

To accomplish this, a power must I ansi send a priest to li 
prime-material world where he’d like to gain ground. The 
priest establishes it beachhead of sorts, slowly introducing the 
new gud and convening the locals to the new way of worship, 
EventualLy, the power can start to channel spells and miracles. 

Interestingly, many gods who give themselves over to 
two pantheons seek worshipers on the prime-material world 
of Tori I {where ihey sometimes rake on different aspects]. Hut 
they expand for different reasons, for example, SLlvtmus and 
Qghma of the Cdis were being pushed out of power in their 
home pantheon. Loviatar and Mielikki of the Hi tins saw (heir 
brethren losing interest in life, and decided they were too 
young to give up so easily. Tyr of the Norse, once a very im¬ 
portant power in his own right, saw the blundering Thor 


slowly usurp his place as the patron of wanior*, and bad to 
find some way lo keep himself in existence. 

SI NGLG-SPHEiU POWERS 

Some powers find themselves at home in a single crystal 
sphere, focusing their efforts on keeping one prime material 
world intact, Gods who try to boldly (or insidiously] grab 
worshipers on such a world often find themselves hitting the 
blinds - 1 he established powers are just too strong, ton en 
trenched to be displaced by el newcomer. 

'Course, there's a price Tot* being a lug fish in a Little 
pond. A local god might reach great heights of power, but ii 
matters only on his chosen world, See, the heJkTthat makes 
him strong emanates from just one place, while most deities 
on the Outer Platte? have worshiper? across the Prime. An in¬ 
termediate power of Ktyiin just doesn't have us much clout 
as an intermediate power of ihe Nurse pantheon, even 
though they’re of the same rank. 

That ain't the only problem with being ei single-sphere 
deity. Many crystal spheres are ruled by bloods known as 
overpowers, beings of such great might that even a greater 
god within the sphere has in bow to them, Toril, for example, 
htis Au, and powers of Kryim fall under the eye of lire High 
God. Hut overpowers aren’t much better off than any other 
deities of the wo rid- They don't so much pull the strings as 
simply act like watchdogs. And their word doesn't mean a 
thing anywhere else, lo he sure, that’s a blessing to every 
power on the auiside looking in. 

THE R© l_E 

♦ ©F +HE POWERS ♦ 

Nobody's really sure what role the powers play in the rmdti- 
verse. As with so much about the gods, the dark of the mat 
ter is kept from mortals, who probably couldn't understand 
(he truth, anyway - whatever it is. It's a good hei a number 
of powers don’t understand it either, After all, if many berks 
don’t know the meaning of their lives, why should the gods 
know the meaning of theirs? 

But lack of knowledge doesn't stop graybeards from 
speculating, Tor example, the Believers of the Source think 
that ihe powers are just another stage in evolution, Hi Lit 
they’re building toward something higher and greater. As 
proof, they point Jo (he evolution of demipowers into Lesser 
powers, lesser powers into intermediate powers, and so on. 
The faction says l Lie gods exist to si low mortals the path to 
greatness, lo serve as living examples. 

Some folks alter this idea ei hit. They hold that ihe pow¬ 
ers don't show mortals the way; instead, the truth lies in the 
clash of the four great forces of the multi verse - law and 
chaos, good and evil - a? they dance around the central tenet 
□f neutrality. These forces struggle against one another be¬ 
cause each hopes in dominate, to make itself fhe single Force 
eIieiI animates every living being. This school of thought 
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marks the powers as representatives nf the Forces, holding Lip 
banners thal draw the mortals (amt (heir power III] beliefs). 
That's why the powers fight among themselves, and why the 
great alignment struggle of the planes continues. 

Another point of view says the function of the powers is 
simply to answer the needs of mortals. Created and maintained 
by rhe fertile brain boxes of the living, rhe powers exist to ap¬ 
pease those ever-aclive mintis. Naturally, lor every berk who 
swears this is true, three more jump up and argue the opposite: 
The powers created the mortals, they say, and their role is to 
prove Hie validity of one way of thinking over another, 

'Course, there are as many schools of thought on the 
matter as there are mortals in the mu diverse. And while all 
the different camps bicker over the role of ilie powers, one 
group stands apart to laugh at die bunch of 'em, These berks 
say there is no point to the gods. The powers came to he, the 
mortals OEirne To he, and that's that. Any sod who Irit's Id liod 
a deeper meaning is barmy, because it don't exist. Naturally, 
this viewpoint is especially common among members of the 
Al ha rand, the Bleak Cabal. 

INfLUENCf © N +H€ PLANES 


in everyone eise's), they might look around one day to find 
their worshipers stolen el way, l heir temples destroyed., and 
their names stricken from histories. 

Chant is the powers have a hand in everything that hap¬ 
pens in the muhiverse. That's shirr nonsense — the planes are 
far too vast for that. Even the greater powers are limited in that 
regard; they still scratch their heads at the myriad see rets of the 
cosmos. Bui just because the deifies don't pull all the strings 
doesn't mean they don't have any say in what happens. 

See, the powers choose where they want to focus their 
attentions. That's ptirt of the deal with their spheres of influ¬ 
ence - by concentraiing on certain aspects of existence, they 
in effect mark their own areas of interest and control. They 
cart spread their alien I inns across a greater span of .space, 
(hen, and hope that the rest of the chant filters hack to them. 
The powers realize that knowledge is half the battle. And if 
ihey 1 vc got the knowledge, they can slowly extend them¬ 
selves. That's part of the reason they struggle among them¬ 
selves - they w-RTit to know more, 

Trulli is, I be powers do have el himd in far more lhan a 
mortal could ever understand. They move and shape events, 
they give and take lives, and they direct much nf the action 
on the planes. The import elm! firing lo remember is that they 



Whatever the t rut It of their role in the mu inverse, the powers 
maintain a keen interest in rhe affairs of rite 
planes. Their very lives fiepeini 
on it, after nil. [f they don't 
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don’t control oU 
of it. 
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The Prime Materia] Plane is a major pom I of contention 
among the powers, Rut why do they treat the place with such 
kid gloves? Well, simply put, its (he battleground of beliefs, 
the chessboard of the gods, and the prize of the muItiverse, 

Here’s the dark of it; The primes may he clueless, but 
they have faith, They believe without having to see, and 
that's a rare gift - especially on the Outer Plants where be 
lief is made flesh. The* gods live on (he planes, so they know 
that belief is power, find they see sustenance beyond any¬ 
thing a morta] could ever comprehend in (he untapped faith 
of the primes. If belief makes (he planes run, a god who con¬ 
trols belief controls the planes, Likewise, a god who controls 
jiIJ the belief controls everything, Is it any wonder, then, that 
del Lies and pantheons constantly struggle with each other? 
Wiiit the whole of the Guter Planes at slake, any hasher 
could be forgiven his strivings. 

Thai's why the powers don't allow each other directly 
on the Prime, why they have priests and proxies, and why 
they wage holy wars against each other. It's planar evolu¬ 
tion, the survival of the fittest. Just because it's waged on a 
mental field don't menu a thing; it's jusi as savage and des¬ 
perate as the instinctive struggle for food. "Course, the gods 
don't always slop to ihink: If one pantheon dominates and 
the rest die out, 

might not the win- ® H . 
ning powers 
eventually 
fadr away, 

Ion? Perhaps 
the gods feed off one 
another as much as they feed 
nil' mortals. 

In any case, the Prime is the main trough nf belief. 
Sometimes that belief is offered to the gods more 
directly, in the form of sacrifices of animals, valu¬ 
ables, nr other possessions, It’s the voluntary surren¬ 
dering of part of a mo rial's spirit, the promise that be 
iniends to follow a power until the day he dies. If a prime 
makes a sacrifice, he is, in effect, pledging die sum total of 
his life's faith to bis god. That offering remains a powerful 
link even if the sod decides to find a new deity later in life. 

The more evil primes once made it a practice to offer 
something even more valuable to their gods; fellow mor¬ 
tals. That’s mostly died out now. though it’s still found 
among fiends and devotees of lower-planar deities. 
Strangely enough, the vile berks think (hat sacrificing a 
sod's life consigns his spirit to the power It’s offered tn. 
Truth is, unless specific rituals ate followed to the letter, the 
victim's spirit goes to the realm of his power — assuming 
thai he's got unwavering faith. A moment of duubi is 
enough to throw the whole thing into question; the victim 
might go either way. But if the sod has no faith whatsoever, 
either in himself or in a moral system, his spirit’s doomed 
to feed the powers of evil. 


DEALING 
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Powers take pains tn cultivate relationships with their ser¬ 
vants, After ail, it's the worship and servitude of mortals that 
make the powers what they are, The beliefs of the devoted 
make the gods stronger, and thus ever more able to influence 
the multi verse. 

Here's the dark of if; Every single action a power takes 
requires him to expend a portion of his might. Granting 
spells takes something out of a god, and the tangible demon¬ 
stration of strength (no matter how minute) also drains en¬ 
ergy. Still, if ihe action will make the god more powerful in 
the long run, the pay-off will in- worth the effort. That's why 
il’s so important that a priest constantly stump for his god; if 
he Jusi takes the spells offered and does nothing in return, 
the deity loses strength without get ling anything back. Ho 
matter how altruistic the power, he’s not likely (o let Ihe one¬ 
way How continue. 

Thus, the gods rely on (heir priests, proxies, and peti¬ 
tioners. They give energy to their servants and hope to gain 
more in return, By allowing others to act lor them in day-to- 
day matters, I he powers can conserve ihcir strength for the 
big babies - the times when they really need II 

Proxies are the biggest drain on a god, A power really 
lakes a eu leu hi led gamble with a proxy, 
pouring a larger portion of his might into 
the agent than into any other servants. If a 
proxy doesn't work out, the god's spent his 
strength foolishly. 

A power has other servants, too, but 
he doesn't have to grant them spells or ex¬ 
pend strength in maintaining them. Aasi- 
moitt devas, fiends, slaadi, and all manner 
of other creatures have been known to toil 
for the agendas of various gods. 'Course, these 
planar agents usually have their own agendas, loo, 
and they don’t have to rely on energy from a deity for 
strength. That makes them less than reliable in some pow¬ 
ers’ eyes. 

F©RIH1NG AVA + ARS 

When a power needs to manifest hitmself to his worshipers, 
he takes on the form of an avatar - a physical projection of 
tils will. The avatar appears and spreads the divine word, 
avenges grievous wrongs, or defends the sods whoVe sum¬ 
moned it, A power [use can’t si! passively in bis realm, after 
alt, He’s got to do what's necessaty to keep himself alive, and 
that includes protecting and encouraging the mortals who 
provide life-sustaining belief. 

It's important to remember that an avatar of a god is nut 
the god himself. It’s just an extension, much like a fingernail 
is an extension of a basher’s body, if the nail is destroyed, 
well, it hurts a little, but it grows back. Chances are the sod'll 
want to eliminate whatever it was thai hurt him, It's the 
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.same with a power; he won't riiL 1 if an avatar is destroyed, 
but he certainly Feels the loss. And he makes sure that what¬ 
ever destroyed the avatar won't do it again - a god hates 
being made into a Fool. 

Avatars are especially important on the Prime Material 
Plane, The gods have agreed not in manifest their true Forms 
on the Prime, so they send avatars instead. Just about ail the 
powers in the multi verse have a stake in the Prime, and they 
don't want to mess up such valuable ground. After alh as 
soon as one god stEirts manifesting himself directly on the 
plane, another one comes along, and then another, until ah 
the deities are there, having it out For dominance. And then 
it won't be long before Ihcy make a waste-hind of the Prime, 
leaving no mure worshipers to IIgin over. 

Avatars, on the other hand, aren't strong enough to 
cause such devastation. The gods agreed to make their avatars 
weak enough to be taken out by a very powerful mortal. That 
way, the deities could support themselves on the Prime, hut 
not risk disrupting ihc entire plane with u show of loo much 
force. That's also the reason avatars on the Prime dis¬ 
appear when they come into contact 
with each other, Simply pul, 
gtids who sLurt warring ori Lite 
Prime are just begging to have 
every other power in the niuliiver.se 
eliminate them. 

p© u +1 c s 
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Even on Lbe Outer Planes, where they might be able to go to 
war and gel away with it. powers hesitate to draw haitle 
lines. They know ihc consequences of infighting go far hr- 
yond the discipline of their leaders. See, no one wilts in a 
clash of chat kind of magnitude. The only pantheons that 
struggle openly against each other are the goblins and the 
ores, and ihe Babylonians and (he Sumerians, The others 
pursue their feuds a liitlc more subtly, 

Don't gel the wrong idea* berk ii's unfair to say tbui 
all powers dislike each other. Some actually find common 
ground and cooperate to make their spheres of influence 
greater and more widespread. For example, the gods of 
smithcraft, lend to work together. Combining their knowledge 
of smithing and crafting 10 strengthen the sphere of influ¬ 
ence, Instead of worrying about rivalries among ihvir pan¬ 
theons, they've set aside differences of culture. Instead of 
competing with each other for a small area of control, 
they've made the pie larger, so all can share equally, 

Not all powers, are so wise. For instance, Zeus and the 
Daghdha (respective leaders of the Greeks and ihe Celts! 
can't abide each other, and they've set iheir agents and 
avatars to sabol aging the other Some gods jusl don’t know¬ 
how to share. Fact is, powers scheme against each other ell 
the time, and few can put aside their differences long enough 
to build ei relationship of trust. 


THE DIVINE C©mPAC + 

Cross-pantheon alliances seem to work best when the gods 
involved Eire reasonable, good-aligned deities. It's when two 
egotistical powers buit heads ill til ihe sparks start IQ fly. To 
head off such problems, the gods of ihe planes got together 
and established standard agreements, and any power who vi¬ 
ol ales the rules is asking for trouble. 

First oli, the powers are forbidden to manifest them¬ 
selves on the Prime Material Plane, Avatars Eire permitted, 
but only those below el certain level -til" power. A few powers 
tire allowed to break this rule, like Gaea, who embodies ait 
the worlds of the Prime [see Iter entry in the chapter on the 
Greek pantheon), and Ziu?.crena, when's just u de ml power 
with no worshipers (see the drew section of the chapter on 
ihe elvish pantheon). 

Second, (he powers Eire till owed Iheir feuds, hut they 
cEin't launch a full-scale war — at least, not 
if they plan to involve secondary pan¬ 
theons. A divine battle is strictly 
a two-party fight, 1 ruth is, an 
outsider pantheon doesn't dare 
stick its new in, for fear thEit the rest of the 
pantheons'd band together lo punish die meddlers. 
Third, powers can't slay the worshipers of other gods, 
nor instruct their followers to do so. They can Iry to convert 
other nto tin Is as much as they like, but no killing, 'Course, 
many evil deities break this rule left and right. Hut the only nf- 
ficial exception lo the agreement is when iwo gods go to war. 
Then, and only then, can powers condone the slaughter of 
mortals - but only those who're directly involved in ihe 
battle. 

Fourth, the powers will allow their petitioners to be res¬ 
urrected by other deities, as long as they [or their priests) get 
something nut of the bargain. For example, say a cleric of 
Diancerhl on the Prime tries Lu bring hack Iter friend, a wor¬ 
shiper of Athena, who's died and gone on to Athena's realm. 
The friend, now a petitioner, is quite happy to stay right 
where he is. So what gives Dianccchi rite right lo yank tire 
sod oft" Mount Olympus and fling him back into his hotly on 
the Prime? Unless Athena agrees to ihe resurrection, it ain't 
going to happen. And she’d have to be promised something 
quite nice in exchange for giving up a petitioner. (On the 
other hand, if Diancecht can fetch the sod very soon h ITlt his 
death in other words, before he fully becomes it petitioner 
- the resurrection as less tricky,I 

Finally, powers can grant spells to priests tin the Prime 
Material Plane without any loss in levels. By divine agree¬ 
ment, spells transferred through the Astral to the Prime don't 
lose tiie potency they might if (hey were sent From one Outer 
plane to ei mother. Thai might sound barmy, hut it doesn’t 
have lo make sense. 3i’s the will of the gods. 

How did rite powers of ihe planes ever stop mucking 
around and nail down these five agreements in the first 
place? And how do they make sure (hat everyone follows 
the rules? It's simple, Every few years, ihe heads of each 
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agents to sc 11 weapons and supplies to whichever 
side’s currently losing (iti an attempt lo even the odds}. 

The List hunch of supporters arc die gods who look past 
the idea of good versus evil, and see (he war as a clash of law 
(the huiiitviij and chaos (the tanarri). And they have u slake 
in which side wins. For example, Primus and the lawful pow¬ 
ers of Mount Celeslia would rather sue the baabvu win the 
war fit Sen si they can understand ami work against ordered 
evil, The chaotic Noree and elvish powers, however, would 
generally prefer that the !reedom-loving lanariri triumph. 
Unforiunately. whenever good struggles against good, the 
only winner is evil. 

Ill'i'iiM NTS OF ll iVAk. 

Not every power on the planes accepts the Blood War as a pari 
of life. Fact is, many work lo bring (lie righting (o a close. Nat¬ 
urally, this group includes those who value life [even a fiend's! 
and view peace ns the best route to enlightenment. 

One of the hesi examples is Kuan-li of Elysium. He 
may he the Chinese god of war, but he doesn't want to 
watch the infernal battle wreak havoc across the Lower 
Planes, spill over onto the Out lands, and drag alt manner of 
sods into its bloody swirls front one end of the cosmos to 
a not her. Kuan-ti prefers the gentle touch of diplomacy, and 
Ills proxies work to bring the byaiczu and tanar ri together 
without violence. 


pantheon meet 
at I he base of the Spire of the Out hinds. 
There, they make sure the pacts Lire 
being observed, tirgue for the creation of new 
onus, and make cases 10 discard those ihat’re outdated. It’s 
said the area around ihc base of the Spire neutralizes even 
godly powers, so the deities can meet without fear of being 
lured into a trap. 

Naturally, this moot of the gods is always conducted 
under the strictest secrecy, for who knows what mortals'll 
come by to learn the secrers of the powers? The rilmani i hnt 
live by the Spire guard I he conclave. And it's in their best in- 
icrests tn do so. I he rilmani enforce neutrality across the 
planes, and the fuel that the powers cat] meet at all is a good 
sign ihLit balance can yet rule the multi verse. 


THE BL©©D WAR 


Hie war of annihilation between I he haaleau and lanar'ri is 
the single largest conflict in the history of ihe multiveise. Nat¬ 
urally, a bmJy'd expect the powers 10 sit Up and lake notice. 
Well, they’ve taken notice, all righl, and lhey used to lake pan 
in the fighting, too - until the fiends made it dear that the 
powers weren't wauled. Worshipers on Ihe Prime started get¬ 
ting killed, and ihe gods soon realised that they’d have to play 
their cards a bit more subtly and stick to ihe sidelines. 

Bui that doesn't mean they're out of the picture. Believe 
it. berk - ihc powers airi'i going io sit idly by while the 
fiends tear each other apart in a desperate struggle In deter¬ 
mine the fjKT of evil. The Blood War's ll complicated thing: it 
divides loyallies and alliances among the powers like almost 
nothing else, 

SUP POUTERS lit III! WAR, 

A number of powers like to meddle in the Blood War, though 
they du il for a whole host of reasons. Some gods o! bailie 
ranging from noble Kiri-Jolith to maniacal Morrigan - get 
involved jusi because they love io fight. Many are eager so 
slay fiends, while some just enjoy battle for its own sake, 
studying the How of the fighting in its endless combinations. 
Fact is, they draw some measure of strength from the war 
and don't want lo lose it, 

Other powers support the war for different reasons. The 
mure altruistic deities want to see it rage on because ii keeps 
the buatczu and tanar’ri occupied. They’re happy to let the 
fiends destroy each other instead of slaughtering innocents 
or fighting armies of good or neutrality, Gods thai hold lo 
this idea don't enter ihe war directly, but encourage their 


Strangely, some evil powers also want to end the car¬ 
nage, bui for a far less noble reason: to pave the way for a 
fiendish alliance. They figure that if the baatezu and tanarri 
could just stop killing each other, they could join forces and 
become an unstoppable army nT darkness, ready to sweep 
over the planes. Currently, line Abyssal ford Graz'zt (who's 
only a near-power, of course, but hungry lor real divinity] is 
sounding a call for Ihe two races to unite and conquer. 

No matter what the reason, powers who want in stop 
the war send peacekeepers and diplomats lo both sides, urg¬ 
ing them lo move beyond pure hatred. They offer various 
concessions — aid, arms, fuiure considerations - if the 
fiends'll just set aside their differences. Powers of good 
promise io let the foul creatures dominate the Lower Planes; 
powers of evil encourage the fiends to team up and ravage 
Ihe entire multi verse. 

fill NM 1 1h'MS. 

The powers in this category can be of any moral arid ethical 
stripe; the war Is simply beyond their sphere of influence and 
thus beyond their interest. Unfortunately the Blood War's a 
dlffkull thing to avoid, especially for the powers whose 
realms are stuck righl in the middle. 

For example, the tiray Waste - the fighting's principal 
battleground - is home to Arawn, Hades, and He!, three 
deities of death who're sometimes forced to get involved io 
protect their domains or followers From the fiends. Rut unlike 
other powers, that's the only time they interfere in the Blood 
War, and then only so fur as is needed to make the baatezu 
and lanar'ri take (heir troubles elsewhere. 
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SIGI L 

The Cily fit the Center of the Mulliverse, (he Cage, (he City of 
Doors, Sigil - all arc names for one of the grcaicst prices 
known to sentient beings anywhere. The Lady of Pain keeps 
the powers from siurming her city, but the gods krep trying, 
sending their agents and proxies into Sigil in the vain hope 
that Lhuy can discover the Lady's weakness. 

What makes the city so valuable? We]I, aside from the 
fact that it’s right in the center of the center of the Outer 
Planes (and thus, perhaps, the nexus of unimaginable 
power), it's choked with portals that lead everywhere in the 
multiversc, A god with these portals at his command could 
send his servants literally anywhere, increasing his own 
si length to the point where he’d be unstoppable. 

Si's not known how the Lady keeps the powers out of the 
Cage. Chant is she draws on mysterious energy that flows 
from the lip of the Spire into the city. She got to Sigh first, 
see, and discovered its secrets before anyone else could. At 
least, that’s how the story goes. 

‘Course, thru kind of talk usually sets off Ft sticky debate 
about which came first: Sigil or the Lady? That's el matter for 
historians and philosophers, flic point is that the powcrs'vc 
schemed to get their hands on the Cage for as long as they've 
known oT its existence. 

Bui they can’t affect the city from the outside. !i sits 
atop the infinite Spire, in the very middle of rhe Out lands, 
where all magic and godly power fizzles out. And they can’i 
conquer it from within, because ihc Lady makes sure that the 
portals deny them entrance - and ihe porta Is’re the only way 
in or out of the Cage. Ancient chant is a barmy god once 
tried to climb the Spire and punrft his way into the city; 
modern children's tales say the berk's still climbing today. 

As that story proves (true or not), the godsVe tried 
nearly everything to break Sigil's defenses. But disguised 
avatars are eirher lurried back Irons the portals or struck 
down as soon ns they enter the city, their gashed and bleed¬ 
ing bodies returning to their powers. Proxies are el I lowed in, 
but if lliey try to use any magical means to sneak their god 
through, they lind I hat their fancy gadgets simply dissolve 
away. And any attempts to lure ihc Lady from the city fall; 
ilte Cage keeps her in eis much as it keeps the gods our. 

Besides, if one power ever got close to grabbing die keys 
of Sigil, the other deities’d band together to bring him down. 
That's probably a large reason for the Lady's success in keep¬ 
ing her city safe - no god would trust another with such a 
prize. They’d sooner see it destroyed. 

TWt LIGH + 

♦ ©F +HE G©DS ♦ 

Once every con or so, a power dies. Depending an I he nature 
of the god, it's a time of joy or sadness - though with poll 
ties among the powers being what they are, it's likely a mix¬ 
ture of both. Still, it shows the powers that even though 


they're long-lived and nigh-invincible, they can die. That’s 
snmeihing every deity fears. 

A [lower can meet his end in one of two ways. I irs-i of 
all, he can lose all of Ids worshipers. Whether the faithful 
turn away voluntarily or fire eul down by enemies, a god 
can t survive without belief. Oh, he can live off his own 
power for a while, slipping backward through the ranks, oc¬ 
casionally stealing the lives of another god’s proxies to 
slightly prolong his own. In the end, though, stolen energy 
just isn’t enough to sustain divine life, and the god eventu¬ 
ally gives up the ghost. 

The first method of killing a power is I lie cleanest (but 
by no means die caste si], The second method’s a lot messier* 
hui just ns. lough io pull off: rally a hosi of other gods In pm 
ihc blood down. If some berk of u power comes along and 
starts attacking other gods outright, slaying their priests, in¬ 
terfering on the Prime, or just generally making a nuisance 
of himself the other deities are sure to grow irritated. 

They might catch the god in his home realm, and wage 
the kind af plane-shattering battle that inspires bards for 
millennia, if rhe berk's away* (he united powers can lay 
waste to his ground* which cither draws him home for a fighi 
or turns him into an exile - a wandering power* a god wllh- 
out el realm. Eventually, the other deities will seek him out 
and try to finish him off. 

But whether ei power dies with a whimper or ei hang, lie 
ends up in ihe same place: the Astral Plane, Ihcre, his twitch¬ 
ing body slowly takes nn ihc np pea ranee of stone, anti his 
dreams play across his ibrin until they're played end, Then the 
sud’s gone lor good (though some — like ihc laetluneers of the 
Sign of One ■ claim In be able io resurrect a ‘"dead” godl 

A power’s realm slowly decays with his body. The pcii- 
Iloners, who spent (heir lives attuning themselves to the god. 
usually die along wilh him. It’s no! unknown for proxies to 
go up iii flashes of choking smoke as their power rages 
against Ihc dying of the light. The realm itself remains on the 
same plane and layer, hut the stench of death surrounds rind 
permeates u. Buildings crumble, trees sag ami collapse, Eind 
geographical features dissolve into misi. Horrid creatures 
(remnants nf ihe god's consciousness) roam the ruined 
ground, lushing out in reflexive action at any berk they spy. 

When (he power finally expires, the reEilni as nothing but 
u vast expanse of wasted hind. It can lake thousands uf years 
to return to the conditions of the surrounding plane. Bui even 
I hen, the aura of death hangs over the land like a pall. And, of 
course, the ground might be usurped by other gods. 

Meed I ess to say, Ihc death of a power isn't com ns on, 
Good Lhing, too, because otherwise she phmes’d be covered 
with ashes. But since lime began, a handful of gods are 
known to have been written into the dead-hook, including 
Auskrir, Banc, Enki, Leira, and Myrkui, But it's said that the 
Astral Is the graveyard for a good many more 
floating corpses,, gods who've been long ^ 

forgotten - or were never known to mnr- 
tals in the first ifc 
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The previous dm pi it otIchIi mainly with the general workings of [he powers - what they arc, 
haw they live and die, and what it all means. That sort of chant's helpful to both primes and 
planars. but natives of the Quier Planes think differently. Noi only can they see proof of the 

gods Lap dose and personal, hut plane- 
walkers anti factloneers like to put their 
own spin on who's important and who's 
mol. And many pi a lies' re home lo beings 
that aren't what a stickler might call a 
power, hut still near enough lu bear watching. What's more, many of these bloods arose not 
from the belief of mortals, blit from other [and usually unknown) means entirely. 

This chapter Looks ell powers favored by planewalkers, powers favored by factions, and be¬ 
ings that aren't true powers but demons! rate alii I hies (hat'd make many folks classify them as 

gods anyway. 
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♦ P0WERS F© R PLANF WALKE R.S ♦ 

Plane walkers Eire a practical hunch. They've got no use for frippery — that doesn't get a body 
any closer to truth than a spike through the foot. And they hate to pledge time or effort unless 
they're sure they’ll get something in return. So when It comes lo worshiping powers, plane 
walkers tend toward gods who really prove themselves worth (he trouble. A deity's got to offer 
rewards that other powers don't, control a sphere that’s impossible to refuse, 
or be versatile enough to help a sod out of most any jam. 

The Greek god Hermes, for example, is particularly 
beloved of planewalkers. As the god of travel, thievery, 
and gambling, tie’s obviously going to get attention from 
jess scrupulous berks, But his followers claim that Hermes 
Is mighty enough to grant a wide variety of benefits - 
everything from helping them to find portals lo curing the bunions 
on their toes, Most likely, Hermes isn't as Involved as all that, bus it’s 
true that those who’re devoted to him tend to land on their feet more 
often than not. 


Lugh of the Ceils is also popular among planewalkers. He’s the god of excellence, after ail, 
but most folks take that to mean lie's a jack-of^al!-trades* Bloods know (hat I ugh’s a lop-shelf 
choice for those who do more than just travel and fight - a basher can call on him any time, in 
any situ at ton. Chant is the deity's keen on new experiences, too. If a plane walker in a light 
squeeze calls on him and Lugh's never been in that particular situation, he might send an 
avatar to (ty it out land help the sod who called for aid, too). 

Many cutters who walk the planes favor Celestian of Gerth. Sure, he's only an intermedi¬ 
ate power Irom a single crystal sphere, but as a god of travelers and wanderers, Celestian s per¬ 
fectly suited for those who earn their living as tliey go. Fact is, even folks who shy away from 
[he powers altogether tend to make a special exception for Celestian. His blessings can't hurt if 
a body needs to gel someplace lji a hurry. What's more, he dwells on the A viral, which touches 
each of the Cuter Planes. That means his priests don’t suffer a loss of sprikasting ability as they 
travel a round ibe Great Ring, A prime might consider it tacky to praise a god jusi to get his 
spells, but cutters on the planes are mare realistic — they do whRl they can to slay out of (he 
dead-book. Among plane walkers, the worship of Celestian is rapidly becoming the religion uf 
choice. 
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Some (oiks think that the Indian deity Puchan makes a 
better guide. He's known to protect travelers who move 
under his golden Ieihc^ and lie’s not usually concerned with 
what pantheon a body follows. And* like Cclesliun, he often 
receives sacrifices from bashers who normally wouldn't look 
twice eiE a ^od [better safe than sorry, they figure). But 
Puchart goes a step further than Celesliuii, trying to establish 
proper relationships between all things and put travelers in 
tune with their environments. His more dedicated followers 
take that literally, expecting Puchan to protect them from ii 
land s physical hazards, but die god's more likely to steer a 
body away from an area he shouldn’t be visiting. 

5pcaking of rough terrain, plunewaLkers. who head to 
the Inner Planes could do worse than call oil Ptah oi the 
Egyptians for aid. Plait's been el patron of travelers for eons 
now, or so it seems. Put eis a divine suitrce uf Inspiration 
(often credited by his followers as the creator of the mult I- 
verse]. Plah seems a natural for lands where the elements - 
the building blocks of matter reign. He extends his grasp 
to the Outer Planes every once in a while, but the truth is 
that ptah's much more of an elemental power. Thus, it's the 
really tough travelers, the ones who can tLike the Inner 
Planes, who usually come to Ptah for help. 

Sometimes, planewalkers worship deities fro in their 
racial pantheons. For example, among the dwarves, both 
Muamman Duathal and Dumatholn are common choices. 
Muamman’s ideal for light-hearted and curious explorers, 
those who want to Venture over the horizon just for the sake 
nf seeing what's there. Dumathoin's preferred by the more 
scholarly dwarves, folks who sit out with a purpose in mind, 
His is the urge of discovery lor the benchl cd llie dw<ic visli 
race, rather than idle personal curiosity. And planewalking 
gnomes pray to Ha man Wild wanderer, a gentle trickster 
who turns deadly serious when it conies to protecting 
gnomish travelers. It’s a duty he doesn't forsake, 

P© W£ RS F © R + H€ 

♦ FA C+I© N S ♦ 

Some factions favor certain powers over the rest. It’s only 
natural, really; some gods fit philosophical ideals quite read¬ 
ily, and others just don't. But the powers listed below are 
only suggestions for Factlonecrs, not hard and fast rules. 

Just remember, berk; A priest won’t enters faction 
I hot's antithetical to his power's ideals. Thus, ll cleric of a 
chaotic deity like Lokl or Erevan llcsere would give the Fra¬ 
ternity of Order a wide berth. Pact is. that’s why priests make 
lousy spies for the factions they can't fake disbelief in their 
gods well ciiuugli to parrot other philosophies, A few can; 
they're the truly gifted. But only the most forgiving of pow¬ 
ers VI 11 1 his priest perform another god’s rituals, even if iTs 



THE A + HAIL 

Members of this faction don’i venerate any power in partic¬ 
ular and despise those who dio. Unlike the weak-minded 
berks who prostrate themselves before the “gods," the tie tiers 
don't see a divine hand in everything. They worship the 
Great Unknown, and draw their spells front the Astral Plane. 
Any sod who pledges his life to a specific deity is just fooling 
himself, 

Defiers don’t, even Lake aid from priests of specific 
deities, They don't want to let the stinking toadies of delu¬ 
sional high ups lay el finger on ’em, 

THE BELIEVERS 0f +HE S0URCE 

The (JotLsmen are more open-minded than the Athar, allow¬ 
ing both specialty priests of particular gods and clerics who 
worship the nebulous Ethereal force known as the Source. 
The factinil holds tlioi anything can ascend Lu greater glory, 
that a body's got the potential within his spirit. It's this idea 
of cosmic tcslEng liuil draws the devout, arid makes the fic¬ 
tion's powers gods of the Lest: Brihnspati, Jazirian, 
Shekinester the Three-faced, and Chung Kuel of the Celestial 
Bureaucracy. 

if el Godsman s looking for strong performers, for proof 
that people can become more than what they are, he can also 
look to the demipnwers or the gods of excellence (Sjf of the 
Acsir and Lugli of the Cells) for inspiration, 

THE BLEAK CABAL 

If the multi verse holds no meaning, why should a body listen 
to powers that tell him otherwise? Jl's just a peel, and any 
god who prod aims ihc way and the truth is trying to pull the 
wool over folks’ eyes. The Bleaker* don't look for comfort 
from ilicir deities. They look for allies in the struggle of exis¬ 
tence, lli ill hope Lu find ii in their mad gods. 

Among ibis faction, the most popular powers are Cyric, 
Thar?: id un, and Dionysus - a nod to the Hole of Threes, The 
1riu embodies diJTereut aspects of'madness, end the Bleakcts 
embrace barrenness in all its forms. But die Cabal also admires 
llmater of Tnril. a god of suffering and endurance. Because 
they see life as el time of woe that leads only to oblivion, the 
Bleaker* look up to a deity who can help them muddle through. 

THE D 00 m G U A FID 

As agents of entropy, members of the Doornguand find el rat 
u i'll I aflmily for puwers who bring destruction to the miiki- 
verse, whether on a grand or local scale, Thus, they count 
Talus the Destroyer (oFToril) as one of their patrons - with ei 
n ei me like Ihal, how could hr lie wrong? The faction also 
worships Shek in ester’s aspect as the crone-faced Weaver 
(though her other two aspects, which suggest building, are 

righL out). Vayiii, rite randomly destructive power of wind 
^ tit the Vedic pantheon, is also high on the list. 
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However, I be god most highly revered by fa eti oncers is 
Siva, After all its his function to bring an end to the mul ti - 
verse. Sure, Siva occasion¬ 
ally acts to preserve, hut 
only to make the eventual 
destruction that much more 
complete. And yes, Siva might 
be aiming toward a greater 
whole, but the destruction 
corncs Unit, That counts for a 
lot with the Doom guard, 

'Course, no priest with ac¬ 
cess to the spheres of creation or healing can ever join the 
faction. 


The Guvners also appreciate Lu Using of eIlc Celestial 
Bureaucracy - truth is, I hey look up to (and often model 

I hen i selves after) most gods of (lie 
Bureaucracy. And they admire any pow¬ 
ers wlio swear by knowledge as a means 
of life, in eluding: Athena, Avani, 
Hahamut, Boccob, Brihaspati, Gtlenn, 
Jazirian, Kuril 1 ], Maanzecorian, 
MEshakul Qghuta, Ran, Shekinester. 
I'hoth, and Zivilyn (an extensive list, but 
the Guvners are nothing if not thorough). 

it's important to note: The faction doesn't 
worship the cliaotk gods of knowledge. They feel that any 
wisdom ihilt comes from chaos is tainted. 
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THE DUS+mEN 

Ah r death, [lie dour Dustmen, who believe that everyone on 
the planes has already passed away, choose to pray to gods 
who promote death - or, even better, apt death incarnate. 
Many of the group’s favorite powers are those who might he 
called the- “angry dead gods": Chroncpsis, Kali, Nergal, 
Nerutl, Stalker, Urngahin, Wee das, Yama. and Yurtrus. Even 
more popular are the “midead powers": Chemosh, Fnltmire, 
Kanchelsis, Kiaransalee, and Mellifleur, The niosL beloved 
gods of all, though, are I he “apathetic dend," those who’re at 
peace with their state: Anubis, Arawn, Hades,, llel, Ketemvor. 
Nephylhys, Osiris, Sehanine Moon bow, and Yen-Weng-Yeh. 

Eventually, though, Dustmen [priests fall away from 
worshiping gods of death, and focus instead on the concept 
of Death (with a capita] D). 

THE FA + ED 

t hese folks are called the Heartless for a reason. They take 
what they can get, and then try to take more. They're big on 
the idea that the strong should triumph, and they put that to 
the test in all walks of life. Members of this faction admire 
the Norse gods tremendously, ami their attitude tends to mir¬ 
ror that oflhc rough pantheon. 

But other powers capture (he Fated's fancy as well, in¬ 
cluding any gods of might - a strung culler can take what lie 
likes. Faetioneers also lean toward the numerous powers of 
wealth, acquisition, and greed: Ahbathor, Esltehala, Hades, 
Hidduket, Nephythys, Sera, Shinare, Linden, Vaprqk the Dr 
siroyer, Vergadain, and Waukeen. All of these gods appeal di¬ 
rectly to the miser and hanker in the spirits of the Heartless. 

THE FRA+ERNI+Y ©F © R D E R 

It’s no surprise that the Guvners hold dear gods of order, 
knowledge, and truth. The faction's beliefs in the superiority 
land power) uMaw doesn’t allow for much else. Specifically,, 
faction members pledge themselves to Zeus, Vomnn, Pala¬ 
din e of Kryitn, Pholtus of Oerth, and lyr (of both Turil and 
the Aesir], 


THE FREE LEAGUE 

Obviously, (he free-thinking Imirps don't have many pre¬ 
ferred powers. First of all,, gods of liberty and freedom aren't 
exactly common place. And he sides, even a deity'd blanch at 
trying to wring a consensus out of members of the Free 
league, 

Still, most Endeps agree that two powers In particular 
are fairly decern bloods: Trithereon and Shinare. Ihey're 
both single sphere gods (Trithereon of Oerth, Sbiiure of 
Kiyntt). but as powers of freedom and liberty, the faction 
finds them quite upright, 

THE HARm©NJUm 

Like the Guvners, the Harmonium tends to follow the powers 
of law and order. They don't much hold with chaos, and they 
certainly don't take to berks who espouse personal liberty at 
the expense of others. The Hardheads emphasize duty to a 
greater ideal, stressing the needs or the many (as defined by 
the faction, of course) over the needs of the lew. Thus, form 
(he loyal is a big favorite. They also put a high price on vig¬ 
ilance and guardianship, as exempli Tied by Arvorceti of the 
hn I Hi tigs, Guerdal I run hand of the gnomes, Heim rial], Helm, 
K nriel Pa] ad i ne, Parrafaine, and 5y rani la. 

The faction's current pick, however, is St. Culhbcrl of 
Oerth. Ills unflinching desire to do what’s right and never 
compromise strikes a chord in Harmonium members across 
the planes. 

THE I11ERCYKI LLERS 

fierce seekers ufjiislicc and avengers of wrongs, the Mercy- 
killers tend toward a more brutal set of powers. They're one 
of the Few groups in the cosmos that venerates the Furies 
[though (he Kindly Ones do uni grant spells]. Most faction- 
ccrs, thou gib stick to other powers of justice tike Forscii, 
Hcironeus, andTyr. Grimmer members of the Red Death look 
to gods of vengeance for their guidance, Horus, Lei Kung, 
and Sargonnas inspire many of the Mercykilltrs committed 
to missions of revenge. 
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TH € REV©LU + I©N ARY LEAGUE 

In stark contrast to the Hardheads and Guv iters, the Anar¬ 
chists worship none but chaotic powers. They don'i see the 
sense ill law, which ends up beucJming only the privileged 
few. The faction’s patrons are the gods of chaos, change, and 
the inversion of social order; Erevan Ilesere, Loki, Simon, 
and Zifizcremi. 

Some Anarchists take a more destructive ami violent 
stance, following such powers, as Shekinesier. Siva, Talcs, 
and VayiL Arid to keep their secrets dark from their enemies, 
they also praise die gods of deception: Banavar Gmikshaduw, 
Gzemnid, Hiddukel, and luz. 

Mind, faction members aren’t necessarily evil. But be¬ 
cause society decrees that many powers who work toward 
change ore, Anarchists who identify with those gods are cast 
as evil themselves, 

THE SIGN 0f 0NE 

The Signers are said to be the most self-absorbed I'actioneers 
on the planes. Be that as it may, it's a fact that the gods they 
choose to worship are those thought tn have whipped up 
much of the mult [verse. These deities of creation include 
Corcllon La ret hum, the Daghriha, Gaea. Odin, Ha, and Zeus, 
Truth is, the faction gravitates toward the greater powers of 
most pantheons, because members imagine themselves lo he 
creators on the level of the mightiest gods. And who knows? 
They just might be. 

THE SSCIE+Y ©f SENSA + J0N 

The Sensates hold experience at the heart of truth; they 
look to sample every sensation the multiverse has to offer. 
As such, they prefer gods of adventure and excellence, like 
Sif of the Ac sir - she’s good at everything, and therefore 
she's to he admired. The only deity they admire more as 
lugli of the Cells. He's adventurous, amorous, and he'll try 
anything once to see if he's good at it. Lugh doesn't shy 
away from challenges, and the Sen sales want iu emulate 
i ha i devotion. 

“Course, some members of the faction wallow in 
simple hedonism, slicking with what they know they like 
rather (hon scouting out new experiences. These folks tend 
m choose powers of beauty and charisma - gods who look 
good anti carry themselves with style. Among the plea¬ 
sure-seeking Sensales, Aphrodite, Baldur. Bast, Freya, 
IIanali Celanil, Libra, and sometimes Sunc Eire- the deities 
of choice. 

THE TRANSCENDEN+ ©R.DER 

Most gods revered by this faction seem lo be those of the Ce¬ 
lestial Bureaucracy and (he Japanese pantheon. See, the Ci¬ 
phers advocate a perfect union of thought and response - 
things should be no sooner sEiki than done, They don't care 


for powers tha! sil around weighing consequences; they 
warn gods that can meld mind and action. And the deities of 
ihe Lands nf the Rising Sun are the ones most likely to 
achieve that Ideal 

Like the Senates, the Ciphers also praise Lugh, but for a 
different reason. The Celtic god doesn't think; be simply nets, 
and he discovers (he wisdom ol bis choice in the moment of 
action itself. More often than not, lie’s proven right. The Ci¬ 
phers find that tremendously appealing. 

THE XA0S1+EC + S 

Til is faction is sometimes considered the least of the bunch 
because it lacks any clear organization or design. But the 
Xausiievts are surprisingly unified on the powers they 
choose to worship — at least for as lung as they worship 
anyone. Generally, they devote themselves to the gods of 
chaos, 'Course, being Xansitects, fact! on tiers sometimes 
switch over to support the powers of law [but I heir attempts 
are so feeble that the sods end up walking the path of chaos 
anyway). 

Their favorites are Erevan Ilcscrc and Loki. However, 
many Xaosisects also follow the various powers of luck - 
Beisi, Res, Beshnha, Lakshmi, Nebelun, Sera, Tyche, fymora, 
and Vergadaim Many faction members also have a special 
place in their hearts for Trirhereon and Shinare, the gods of 
freedom. But no matter whieh powers they endorse, the 
Xausitevts ad independently of ore another, even conducl- 
ing the rituals of worship in dramatically different ways. 

♦ N£AR-P©WERS ♦ 

Among the ercalures of the planes, it’s no l ei( alt uncom¬ 
mon for lowly beings to rise to heights of great power No 
doubt they'd slay there longer if ii weren’t for the fad that 
the higher a body gets, the more enemies lie Inis. But that 
doesn’t slop every basher in the multiverse from trying to 
improve, and every once in a while a lucky few claw (heir 
way to (he lop, hold onto power tenaciously, and fighl off 
all comers. 

The hi on [Is in Ibis section sire n't gods — yet. But they're 
close. The smell of divinity surrounds them like the sicncb of 
a reeking corpse, bee, by climbing the heap, they made 
names for themselves, and are rewarded with praise Eind 
worship from those beneath (hern. ‘Course, they have- vastly 
different levels of strength. The toughest animal lord on the 
Bea&tlands is siill no match for the weakest Abyssal lord. Rut 
f;utie dues translate into raw power. The more bilks who 
know a blond’s name, the!' more likely it is that he'll pass into 
the realms of mythic belief 

Noi ail near-powers want to become full-II edged gods; 
they feel (hey have plenty of strength as it is, and they aren't 
above interacting with mortals. But all of ibrse beings are 
dangerous, and the best advice for a planewalker is to steer 
dear. 
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ABYSSAL LORDS 




Of all tin’ i an am, these are the worst - arid the whole nre is 
had news at best. The lords rule entire Abyssal layers, com¬ 
mand vast armies of Laiiar'ri, and prosecute the Blood 
War mercilessly. f'hey've elevated themselves through 
sheer force of will and cruel disdain 
tui others, and they combine a 
godlike intelligence with al! that's 
brutal and. dangerous about 
the lesser lanarTi ~ with 
horrifying results. Cver mil 
lennia of existence, the 
bluods've perfected ha¬ 
tred and diabolical 
trickery, and they rage 
against one another 
as much as they fight 
anyone else. 



•a t ■ iw 

Basically* they're some uT the most evil 
hashers in (he mu I diverse. I a eh is radially 
different, but they till serve as ideals for the 
hordes of lesser ianar'ri. Li's thought that each 
Layer of the Abyss has its own lord, and ihc un¬ 
countable number of layers meant there must be 
than a body'd warn io (hink about But here’s n lisl nI those 
best known to mortals, along with ihcir layers (if ahyl: 
Alzrius l&Olst, Conflagration} 

Baphomet (EiOQth, the I rallcss Maze) 

Demogurgon [aflth, the Gaping Maw) 

♦ Fraz Urhlu [said to have slaked out a small realm 
on the Gray Waste] 

♦ Graz'zt ftfttli-47tb, Azzagrat) 


\ 


Juab lex (222nd, Shedaklahl 
Kostchtchie (.nrd, ihe Iron Wastes) 
l.issa'acrc [.> nh, Mai ignebula) 

Pazrael (503rd, Tonrmur) 

Sess'innek l?(h, the Phantom Mane) 
J'hralhavuc [used to rule the l4Bth) 
Vuearik, Consort of Chan ns [wanders} 
Veenoghu (422nd, the Seeping Woods I 
Zuggimoy (222nd, Shedaklah) ';. 


These Abyssal lords arc well known to prime-material 
and planar mages, Any sod who deals with fiends knows 
their dark names and shivers when they're spoken aloud, The 
lords love to manipulate mortals, steering [hem toward flool- 
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ish choices nr luring them into false priest hoods. The high- 
up fiends can even grant spells of up to 3rd level for 4th 
level, if they appear in person to bestow the power). And 
gifts of magical items and tanar'ri scrvEinls often woo mor- 
tal.s into serving the Abyssal lords. Some of the suds even es¬ 
tablish religions based a round the Rends' hollow teachings. 

See, if there's one thing the lords have learned over their 
long years, it's how to imitate deities. Most of them aren't 
true powers, but u, berk who Forgets that might as well pack 
it in. Abyssal lords don’t take lip from anyone, and they're 
remarkably tenacious when it's 1 heir own digitiiy they're 
avenging. 

'Course, the lords hope to one day shed the pretense of 
gndhnori and become the real thing. And it happens, Forex- 
ample, Baphurnrt, Dernogurgon, Juiblux, and Yeenoghu have 
gained true divinity [as has the lost power of the undead, 
whose name htis been stricken from ail records of the Abyss]. 
They've made places Far ihemsclves in the multiverse 
through perversity and strength of will, and they show no 
signs dT slowing iheir ascent. 

If enough Abyssal lords reach such heights, who knows 
how mighty the plane itself could grow? What's more, be- 
cause ihe !orris are chaotic, no one can tell what they’re plan¬ 
ning. They all work separately and thus are even harder to 
combat. It’s a good thing they struggle against one another ns 
well, or the nest of the cosmos“d he in serious trouble. 
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I he animal Lords of the Beasi- 
lands arc said to be anihropo- 
morpbic representations mi 
their chosen creatures, Thai is, 
they're animals dressed in hu¬ 
manoid Forms, wearing 
shells that "re 
pleasing to the 
human eye but 
bearing spirits 
that Yu purely 
animal. Chant is 
there's a lord for 
every kind of nat¬ 
ural animal in existence. 

Thus, the Beastlands arc 
home to the cat lord, the wolf lord, the lizard lord, lhe hawk 
lord, the rabbit lord, and so on, without number. 

Each animal lord ean take two shapes: that of a beast 
[the ideal specimen of the species, naturally] or that of a 
beautiful humanoid one with subtle characteristics of the 
lord's animal. For example, the dug lord is Friendly and out¬ 
going to ibo.su who give him affection, close-mouthed Find 
vicious to ihose who show him disdain. In humanoid guise, 
an animal lord is attractive enough to charm any basher 
fond of his subjects. And though a few hapless mortals lull in 
love with the lords, the bloods don't hold with mortal emo¬ 
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tion. They care only for protect mg their token beasts, and 
even that's more duty than love. 

The animal lords don't scent in play favorites. They note 
when a sod is friendly — ur cruel - la iheir subjects, but they 
don't maintain alliances for long. They may be social [like 
the wolf lord) or distant (like the alligator lord); they may 
grant favors (if il serves tlteir cause] or turn down pleas for 
Edd |iF il doesn't]. As one sage put it, they’re nut immoral, 
they’re a mural. 

All animal turds have powerful abilities related to their 
species; some can fighl like Fiends, while others ean flee like 
the wind. Their natural telepathy prevents them front being 
taken by surprise, mid it’s said that the lords know (he dispo¬ 
sition of Iheir charges across the planes - including every 
world of the Prime. Thai's hard to swallow, as literally bil¬ 
lions of animals fitter the prime-material worlds, and even a 
irue power'd have a tough time keeping track of them ail, 
Still, Ein animal lord can recognize berks who mistreat bis 
kind, and woe be to those who blunder ip la his realm. 

For tlu- mosl pan. ihe animal lords leave the real gods of 
the Beastlands alone and are left alone in return. So how did 
the lords arise? After all, beasts aren't supposed tn have be¬ 
liefs, Dues (h hi mean the animal lords aren't even ctase lo 
true powers, whu require faith In exist? Or were they born 
from the very fabric of the Beastlands, animal petitioners 
who were I he very models of their species, taken and 
shaped by the plane lo watch over their kind? 

Whatever they are, they're not immortal. Ani¬ 
mal lords die off occasionally, killed by blood¬ 
thirsty mortals, other animal lords (just because 
they’re quasipowers doesn't mean they've risen 
above iheir instincts], or just plain misfortune. 
That makes I hem peury hashers and tough oppo¬ 
nents. The best way lo deal with an animat lord is lo 
trcEit him exactly as a body'd treat his totem beast. 
It’s only lags cal, really. 



THE LSRDS ®F + HE NINE 


These are the bloods who watch over the Nine Hells, 
the rulers oT the layers of Haatnr. They make pit fiends 
look like crippled Jemures, and it's said they're the very em¬ 
bodiments of their respective lands. Each layer reflects the 
personality of |is lord, and each lord reflects the personality 
of his layer. The two act on each other in ways strange and 
mysterious, and lower-planar scholars believe they’ll eventu¬ 
ally Eii 1 hieve union in some brilliant Hash of evil. 

Seven of I he nine lords Eire known and named: 

* Archduke Dispater, Lord of ihe Second {Dis) 

+ i he Viscount Min autos of the Third [Min auras) 

* Fierana, Lady oFlhc Fourth [Pblcgethns) 

* Prince Levistus of the Fifih (Slygia) 

* Malagard, the Hag Countess of the Sixth [Maibulge] 

+ Triel the Fallen Arohon, Archduke of ihe Seventh 

[Maladomini) 

Mutikrnih, Baron of the Eighth [Cania] 
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The Lrue Lord of ill*? First is said to have been impris 
oned bv her warlord, Ihe [iil fiend Bel, who now rules Avrr- 
nus in her place. And us for ihe Lord of I fie Ninth - well, lie's 
still a mystery,Just like most ofNcssus itself. Chant is lie pre¬ 
dates The other lords and carries a ruby rod to signify his 
rulership over the conclave of the Nine. 

It's no dark that the eurreni lords aren't ihe same ones 
who came to mortal knowledge long ago. The noble haatezu 
serving below the original lords learned the politics of tlieir 
masters well a lid eventually overthrew the domineering 
berks. No doubt they were overthrown by thdr servants in 
turn. Fact is, il's probably happened dozens of times over the 
eons. 

What happened to the original lords - the ones known 
to ancient mortals? Most’re long since meal, probably con¬ 
signed 10 the larva pits of Avermis, If they were reborn into 
lesser forms, they've ccrisainly riot shown the aptitude for 
brillianre they mice had. but two of the original pack have 
survived intact: Di spate r, Lord oft he Second; nndliamal, 
queen of evil dragonkind. ’Course, she’s been relegated to a 
watchdog position at rite entrance to Ids hardly the same 
as commanding an entire layer, besides, chant today says 
she never urns a lord, contrary to popular belief, 

Do the haatezu servants of the current lords still seek to 
overthrow their masters? Better believe it, berk. But on the 
surface, they're loyal. They seek to elevate themselves by 
embarrassing or humiliating their lord's rivals. Naturally, the 
lords encourage this son of interplay among their inferiors, 
for it increases the evil that pcrmeaLcs die plane. 

The hierarchy of noble fiends below Ihc lords is devil¬ 
ishly complicated and convoluted. The baatezu keep it that 
way on purpose, set only the nobles know exactly who stands 
where. Lesser 11 ends (and mortals) might be helping a noble 
when they think they're working against him. In the web of 
politics of Baal nr, n body has to understand the game before 
lie can learn to play it. 

"Course, the high-ups don't leave aft the fun to iheirser 
vants. It's said the Lords of the Nine hate each other, and 
they constantly scheme to dethrone one another and grab 
more power for themselves. They form temporary, shifting 
alliances and betray each other just as readily, fhey know 
the ins and outs of Legal trickery heller Ilian any blood in the 
multi verse, and they're not n verse to using these traps on 
each other. 

Chant is the Lords of the Nine could even give the rope 
io the true powers of the plane but they choose not to, mil 
of deference. If it's true, the lords arc remarkably tolerani. If 
it's a peel, they've gun li remarkably good propaganda ma¬ 
chine, because Baa tor's deities show no inkling of challeng¬ 
ing ihe lords. 

Set's an exception, of course - he's got a plot for any 
circumstance a body could imagine. A few baatezu"ve said 
that Set's even planning on overthrowing Prince Lev talus. 
Lord of the Fifth. Apparently, the jackal headed god has had 
enough wrangling with L.cvislus over the si/e of his desert 
realm. 


Perhaps the lords are worshiped by some of the baatezu 
of the plane - it’s certainly no dark that ihey're feared and 
respected. And some suy that the Lords of the Niue art' (rue 
gods, hoi near-powers. In any case, for ages beyond reckon 
ing, ihe lords’ve been siutlied arid catalogued, their exis¬ 
tences debated and lb Light over, mortal priesthoods estab¬ 
lished with no abilities forthcoming lu some and staggering 
powers granted to others. 

If there's a lesson Lu be learned, it's this: Whatever I hey 
Eire, the lords want the truth of their nmures kept dark. I hey 
Iry to destroy all scraps of evidence, but they're not fusl 
enough to squelch elJI the rumors flying around ihe pLines. 

Pkimus 

To lell tiie truth. Primus — the Clockwork God, pa I ran of the 
mo tiro ns - is about equal to a greater power cm his own 
merit, IThough Primus is above the distinction of gender, 
he’s usually referred to as a runic power) Bui the only prob 
lent is lie’s not worshiped, revered, or even acknowledged by 
most of his followers. See. each madron knows only of the 
nlhers directly above and below it in rank. T hus, only ihe 
second-highest mo dm ns - the secuudi - are aware of 
Primus's existence. 

N dei el he I ess. Primus runs el light ship, lie's the manifes¬ 
tation of order ilself ihe representation of all that Meehanus 
stands for. Under him, ihe madrons are expected to function 
Eli maximum efficiency, to advance the ideals oflaw, la 
spread that structure across the cosmos. Primus speaks only 
to his sec midi, but Ins wishes arc Filtered down throughout 
the ranks. 

I he pat ran rules from Kegulus, a vast realm on the 
plane of Mechanus. Portrayed as a pool of energy ora shim¬ 
mering tower of light. Primus as the source of all madrons 
and the hive mind Hint directs their every action, informa¬ 
tion must filter up and down ihe chain of command, but 
chani is Primus knows cveryihing any modron knows (at 
least within a few minutes of the discovery}. 

When a mod run dies, its shell dissolves and Us energy 
immediately returns In Primus. He then sends the signal io 
promote h lower-ranking mudron to 111] the slot, and a slill- 
lower madron tu fill /flirt post, and so on down the line until 
a mnnndrone is promoted to replace its superior. At Thai 
point, Primus entity a new munodrone from the energy bath 
of Iils being, and higher modrons shepherd it tu its new as¬ 
sign me tit. Thus, it's true to stiy that modrons don't have in¬ 
dividuality - they're all extensions of Primus, 

F.very lime i be gears of Meehan us complete 17 cycles 
(which figures out to 289 years as counted by (3w Guvners), 
Primus sends mod runs off across the Outer Planes. Though 
the purpose of the Great Madron March is dark to most, 
bloods think it's io pick up chant an ihe current workings of 
ihe planes. Armed wiili such information, Primus and Ins 
alien logic grow ever stronger. Knowledge is power, after all, 
and It’s staid that there sire few secrets in the mulliverse lhai 
Primus doesn't have locked away in his mind. 
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SLAA DI LORDS 

Primus's exact opposites ruJc on the plane of Limbo, t here, 
in the swirling soup of elemental mailer, live (he slaadi pow 
ers: the Lords of Chaos. 

Few consider these bloods true deities. From what I idle's 
been wrung our of slaadi, it seems tbai the Lords of Chaos Eire 
more like great heroes jo (heir race. Cham is they "re really 
death slaadi that've managed to move up another rung on the 
ladder of power. By exploring die sheer possibilities available 
to them as the children of Umbo's chaos, they've discovered 
secrets dial some think rnighi have been better left hidden. 

They've come away with greater abilities, but they've 
also established themselves as individuals, not only in their 
own minds but also in the minds of hEishers across the 
planes. Each lord seeks an expression of chaos that's beyond 
what die slaadl form offers, and each embodies a unique fla¬ 
vor of that primal force. 

Duly Four Lords of Chaos are known Lo exist. The oldest 
by far is Ssendam, the Lady of Insanity, It's said she’s a great 
golden amoeba, a mass of oozing chaos, and any mortal sod 
who looks upon her supposedly goes barmy. Ssendam Ilels eiIso 
developed mental powers that let her crush minds and drive 
folks mad - the better to promote chans. 

The second of the four is Ygorl, the Lord of Entropy, 
Some say he rules Limbo (insofar as any basher can control 
the plane of ultimate disorderl and actually created the slaadi 
Spawning Stone. Ygorl takes the form of a charred, winged 
slaadi skeleton, and his great scythe can cut through any Liv¬ 
ing flesh. He Hies to perpetuate the race by sending masses 
of slaadi across the planes to plant their eggs in host bodies 

The third lord is Oiours! the Unpredictable, a 20-loo t- 
lEill slaad of purest white. He cares for nothing hut himself 
and takes whatever anions strike him from moment to mo 
mem, More than any other lord, Chourst is ruled by impulse. 
Some think he's whimsy incarnate. He's also totally insane 
and goes nn rampages of random destruction - until some¬ 
thing else catches his eye, 

The fourth of the bunch is art artistic slaad known as 
Rcrmbuu, Lord of Colors. He wears a mane of shockingly 
white hair that contrasts starkly with the ever-shifting colors 
of his scales* and he loves to change the colors of people and 
objects. To the slaadi, though, he's more lhan a nuisance. It's 
said that by changing the color of a slaad. Rennbuu can actu¬ 
ally turn the creature into a different kind of skunk In effect, 
Kemibuu grants promotions or demotions at ins whim. 

THE LADY ©f PAIN 

A Gnvner could fill ten libraries with all that's been guessed 
about i he Lady of Pain. Is she tanar'ri-spawned, hiding out in 
Sigil from the vengeful powers of the Abyss? Is she ei power¬ 
ful human mage, the firsl to learn - and thus control - the 
secrets of the Spire and the Cage? Es she a hatchling from the 
eggs of a draconic drily? No one knows, but that doesn’t stop 
berks from Happing their bone-boxes. 


All that folks can agree on is this: The Lady's hi tided 
head and enigmatic form strike fear in the hearts of all who 
spy her. Those who oppose her are spun off into the Mazes or 
flayed outright. She's the symbol of Sigil, and that's about all 
anyone needs to know, 

Louise, she’s more than the city's icon - she's its guardian 
as well, lhe one who controls the portals and keeps the place 
from falling into the hands of would-be conquerors. The gods 
Eire kept nut; E'act is. Sigh's one of the few places where freedom 
is determined by moriais and mortals alone. Many folks let the 
liuvners, the Harmonium, and the Mercy killers sri the rules of 
that freedom* but the laidy doesn't seem to cane. 

See, the Lady can't be appeased or appealed to. She can’t 
even be worshiped; any berk who praises her ntimv is thrown 
into the Prison - if he's lucky enough to escape her dreaded 
gaze. The fact that folks go out of their way no/ to worship 
her sets her apart from most other near-powers (if that's what 
she truly is). 

Sigil being what it is, rumors fly about why the Lady 
won't abide worship. One involves Aoskar, god of portals; The 
Lady booted him out of town millennia ago, and now his 
name is a curse. But chant is that Aoskar 11 stay dead only as 
long as there's no god in the City of Doors, If folks starl 
pledging themselves to the Lady, The former power of portals 
will be able to return. 

That's just one strain of the barmy la Ik than runs daily 
through the city's wards, Hard truth is, no one knows what 
the Lady Is or what she's up to, and chances are no one ever 
will, She remains a mystery, and it's no dark that sods who 
dig too deeply for answers wind up in ihe Mazes (or worse). 
Best lo let il lie, 

THE CHILDREN ©f POWERS 

Occasionally, when a power roams the planes, a mortal 
catches his (or her) eye. Usually, Ihe cutter is especially beau¬ 
tiful. virtuous, or wise, hut needn’t he any of those tilings. 
After all. gods can be a randy lot, and they're used to having 
their way. They don't hesitate to press their suit on mortals 
who draw their fancy. The result of this union is almost al¬ 
ways el child with divine blood flowing in its veins. 

The offspring of gods, it seems, are always destined for 
big things - for good or ill. They're children of fate, the result 
of immortal meddling in the mortal realm. The powers have 
little to say over what happens to 'em. More often than not, 
ibvy grow to become great heroes, entering the legends of the 
pantheon. Some even become dem (powers. But rhEii ain’t al¬ 
ways the case. Some turn to villainy* using their divine her¬ 
itage lo draw on abilities no ordinary sod could counter. 

Either wny, children of powers show up now Eind again, 
each with unique gifts that sei them apart from the crowd. 
Some realize who they are; others don't, Some'II help a body 
nut; others'll treat hint like a hug. But remember, berk: The 
gods watch over their children, and there’s no worse foe 
than an angiy parent — especially uric who can shoot light¬ 
ning boils. 


♦ 52 + 



The near-power? described above don'i exhaust the list - not 
hy EL long ihoL They're jusi some of the belter-known (or more 
important I bloods who teeter on the brink of true god hood. 
Others exist, those who either can't draw enough faith from 
their followers or can't gel. enough of a foothold to make a ease. 

The githyanki themselves see to it that that' near-power 
never makes it into the big Leagues. See. like the madrons, they 

don't worship their patron [githyanki don’t care to beer.. 

priests) and worship is the key to divinity. They merely revere 

- and Tea r lh ei r < |Uivn, a m ighty hi nod n tuned VI an kith '■ I ie 
dwells in a palace unTiTnarath, 1 he largest gich city on the As- 
t rn I Plane, anti she devour? the life essence cd any giihyniti i 
who gains too much strength for himself I hui s In-; uuse she's 
el lirh, u condition that's helped her to hold the reins ol power 
over the githyanki race for a lony time. 

Some say the gehrekihs of Careen are in the sum- boat 

- their lack of true worship kt-eps then pELinm nd I'aiVr, 

Apomps the Three Sided One, from hei. untrip a full 
power. Whelher that's true or not. the leths definitely 
pay some form of tribute to Apomps. a mad haer- j^ -' r 
n.ilmh who created the gehreleth race long 4 gu 
Upon seeing his works, the cither baemaloths drnvt 
him out, and now Apomps seeks v< ngeant 1 { ■. fj 

on his lutmer fellows. So he fills all his 
'lei I is with a hatred of the prized cre¬ 
ation of the other haema lottos 

- the entire yugoloth race. 

Finally, not elII near¬ 
powers live on the Astral or 
Outer Planes. A good num¬ 
ber nuke their homes on the 
Inner Planes, eluU 11 doesn’t 
stop 'em from having worshipers 
across the prime-material wo rids 
But the lines til' territory and con 
im| Eire messy (just as they are 
between the borders of the 


Ogremucli won't budge from Hurl hi Kossuth and (mix call 
1 in 11 .selves kings of lire, and Jsl.ii! n«.i and Ml by dr >j vie lur nut 
Mul of Water. 'Course, Akadlr Onmdmr, Kossuth, anti Jsllshia 

]U 1 1. i 111 - s I in j'.iHJiIml VS poWl'I'S. I lie ui her Imn -Mi IV.111.11.1 1 li". 

wiiii don't really si el rut ei chance. 

I lie Parade mental Planes Lire less contested. A blood 
suys he's muster uf the plane, rind lime's the end of it- lhut’s 
how lihkahk, t hijiinha, Bwimb, and t ryunnx got i" In. 
w mlcrs w of Smoke, Magma, Ooze, and fcfc respectively. Then 
again, It's possible that tficy’nt bi charge only because nn nne 
else cares enough 10 knock them out of power. 
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planes], which might be 
wIieiI keeps some of these 
bloods from true divinity. 

On the F-temcntal 
Planes, especially, rival¬ 
ries flare over the right 
of mlenihip. Both 
Akadi and Ymti- 
C-Bin claim 
mastery over 
Air; G lum¬ 
bar and 
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3 nis of folks arc peer/ about entering a powers realm - Lind with good reason. 
Some Fear that thegodll strike ihrrn down For their temerity. Others doubt that 
the place could have anything of great value. Well, 1 la :il kinci of chant 
may he true for a handful of powers, line it’s dead wrong in ntosi other 
rexporis. Fad is. the realms nfibe deities hide some of the most mag¬ 
nificent and terrible secrets of the mu hi verse, and they hold some of 
the most extraordinary bloods a plane walker could ever meet. 

Sure, the realms are places of danger foil of fanatics and creatures (hat might threaten 
even a de mi power. They cun be lands of terror, where a surfs life candle might he snuffed into 
oblivion. Kul they’re also places of wonder and glory, where some of the most beautiful sights 
a body’s ever likely to set 1 roll before his eyes. Every realm has something 10 contribute to the 

mnitiverse. even if it ain't always apparent to those who 



walk there. 

This chapter explains what a cutter 

mi gilt run into 
while visiting 
the real m of a 
god and how 
he should — and 
shouldn’t - behave. 


♦ THE HA+URE ©f A REALIT1 ♦ 

First off, iris important to realise exactly what it meam that a power’s gut a realm. Et’s the home 
that the god has ere a led out of the raw material of his worshipers’ belief’ a laud so perfectly 
suited In ils creator that it seems an extension of (hr god's being n place that truly is the 
deity. See, priests Ltrid proxies have just a small piece of their god’s power. The realm is the fin¬ 
ished puzzle, a true illustration of the nature of the divine spirit. 

Thus, (he folks who live in □ re a In know that Liny disturbance 
of the hand ls a reflection of something that's troubling the deity 
(or perhaps a shakeup cooked up by 1 he god for an unknown pur¬ 
posed, An earthquake might mean that the power's off fighting an 
other god or dial lie’s drawing Strength from the land to lend off a 
young deniipower out to take over his portfolio. Hon't misunder¬ 
stand, berk this kind of trauma's not a common occurrence, For 
example, no one alive today cart speak Of being in a realm when its 
god battled an equally matched or superior foe. (’Course, that might 
just he because the turbulence of such a brawl'd surely lay waste to the realm and 
perhaps destroy it utterly.) 

This isn’t to say that a realm is like a god’s own skin, or that everything that happens there 
takes place with the high-up s say-so. For some realms, that’s undeniably true, The bulk of the 
powers, though, try to let their lands run without constant, smothering interference. Their 
realms are open to most any leatherhead who wants to see the sights, dig up a bit of chant, and 
bo whatever else needs doing. 

On the other hand, if a power doesn’t want a berk in his realm, that berk aiuT getting in. 
And while a god could devote himself to keeping out the undesirables, most have better ways 
to spend their time and strength, That's part of the reason why they've got proxies. 


TREA-f +HE REALfTl 
wi+h RESPFC + , BERK! 
Y0LTRE WALKING +he 
FACE a G © D! 

Ill SPARH AWK, 
an AVAR1EL PC + I + IGNER 
in ARYAN D0R 


♦ T H £ SHAPE ®F + H£ IAN D ♦ 

Naturally, in order 10 understand a realm, a body's got to understand the god - including Ids rank 
in ihe pantheon and his importance to the plane. Most powers re drawn to the plane thru best 
matches (heir alignment, hoc lhal ain't always the case. Sometimes, worshipers' beliefs land their 
expectations of a deity’s place in the multi verse) are enough to keep a god bound somewhere that 
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lie doesn't necessarily fit For example, the Japanese power 
Hachiman, a lawful neutral god, has a realm on wild YsganL 
And chaotic Horns lives with other Egyptian deities on the 
strictly Lawful plane of Arcadia. 

A power's realm is shaped in pan by his personality and 
the amount of control he exerts. Many gods are content co 
let their lands be free, with natives and visitors making their 
own choices and their own mistakes. Some powers, obvi¬ 
ously. are more demanding and thus more dangerous. As a 
result, they don't see as much traffic through their realms, 
and folks devoted enough lo slay lend Inward the fanatic. 

’Course, no matter how free-willed be is, there 
are some things a god just won’t tolerate. A 
herk who commits a gross violation 
Eigainst the power’s portfolio 
and beliefs'll be slapped in 
irons or scrawled in the 
dead-book before he knows 
whaL hit him. (That is, un¬ 
less the deity wants 10 let 
the offender slew for a 
while before the axe falls.] 

The power's place 
among his fellows also sets 
much of the realm's feel. The ter¬ 
ritory of a minor god — kepi down hy 
constant pressure from tougher members of the pantheon - 
will be u place of bitter spite and unreleased striving, how¬ 
ever well it's disguised for the public. The high-up's proxies 
will constantly scheme to improve their patron’s standing, 
and they’ll use anyone ihey think can help them succeed. 

On the other hand, a power lb at lacks the ambition or 
mortal support to raise himself higher in rhe pantheon will 
have a realm that reflects both lack of desire and lack of con¬ 
cern [except in the god’s portfolio). And there's very little a 
greater power can't see or do in his realm, no matter how large 
its borders. In that case, the land's fed Is more a (juration of 
how much freedom the god wants to grant his faithful. 

Most of all, It’s crucial for el berk to remember that the 
powers really are deifies, not oversized monsters. As beings of 
belief and substance, their very existence is so far above the 
mortal norm that it’s nearly impossible to comprehend them. 
Player characters who visit a realm are, essentially, at a god's 
mercy. That doesn't mean the Dungeon Master should wipe 
out ihe adventurers cm a whim, It dues mean the heroes should 
definitely be aware of the magnitude of the essence that sur¬ 
rounds them. Granted, if the PCs get out of the line, the DM 
certainly lias the right to squash them flat, but It’s hoped that 
he’ll try to bring other, more subtle mcEins to hear instead. 

In the end, the DM must learn to balance the enormity 
of el visit to a god s home with the fEiet that the place is just 
a small, small part of the infinite muniverse. The planes hold 
more than just (he powers* hm a berk tends lo Forget that 
when he’s standing on hallowed ground. And that's under¬ 
stand able - the deities want to make themselves and their 
realms loom as large as possible in a visitor’s mind. 


L©©miN G LARGE 

Most plane walkers know that each of the Outer Planes is In¬ 
finite in size and that each layer of the planes is also endless. 
(That's why canny travelers make good use of portals to bop 
around.) Thai leads some berks to ill ink that the realms of 
the powers must also he infinite — after all, who better to 
have boundless domains than the gods themselves? 

Well, tike a lot of tilings on the pbites, it all depends on 
where a body stands. The rule known as the Center of the 
Mu hiverse states that no single spot's more significant 
than any other, that every world* burg, or realm 
can lay claim to being in the middle of every¬ 
thing. To pul it bluntly, every sod thinks his 
place is the most important. And that's never 
more true than when dealing with the domains 
of the po wers. 

See, the deities have some of the greatest 
abilities - Eind the biggest egos - in the cos¬ 
mos. bo naturally, each of them Feds his 
realm should he as impressive us possible. 
Thus, u sod within the borders of a god's 
domain has the distinct feeling that the 
realm goes on forever [especially since all the dc 
vom folks who live there usually insist that it does). 
Hui if he could, somehow look eu the entire realm 
from the outside, he'd sec that: it's actually finite in size. Sure, 
it’s probably staggeringly large, hut it’s not endless. 

♦ EXPLORING A RE A LfTT ♦ 

Obviously, el Dungeon Master has a lot of breathing room 
when deciding how to pul together a god's home ground. But 
there are a Few elements common to any realm, No matter 
who’s in charge of ihe land or what it's like, a realm is almost 
certain to contain petitioner?, proxies, planars. and holy sites. 

P£ + I+ l©Nf-R5 

Some visitors to a power's realm think, ihal petitioners are 
Just faceless no in hers, masses to be ignored. But that's like 
trying to know a forest without looking at the trees. 

Petitioners are the surest picture of what a power is and 
does. The Faithful of a realm spend their whole lives [after¬ 
lives, really) Hying to understand their god and their place in 
the scheme of things. Chances are (hey try lo be like their 
power and, in turn, reflect their perception of the deity, Some 
do so in demeanor only, living tire kind of life prescribed by 
their god. Others take on el particular physical appearance fa¬ 
vored hy the power, whether that means actually changing 
form or merely adopting a particular style of dress. 

'Course, the petitioners aren't Eilways perfect models of 
their god - if they were, they’d have already dissolved into 
the divine essence. Some might have a mistaken idea about 
bow to look or act but still pursue that flawed ideal so in- 
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tently lhal they give the wrong slant to others who don't 
know any better. 

In any ease* petitioners aren't zombies, wandering 
around their god's realm with blank looks cm their faces For 
the most pan, they're quite happy to spend their lives in the 
study and service of their power. Fact is, they don't under 
stand why a ha sherd want to throw it all away and go 
gadding about like planes, looking for excitement. Even the 
chaotic and evil petitioners feel the urge to stick to ilicit 
realms. Their minds just don't let 'em think otherwise (unless 
they live on bitter Career! t whew* the sods are desperate to 
gel away). And why should petitioners have the desire to get 
up and go? If they leave the safety of their god, they risk 
fading away before they're spiritually ready - and missing 
out on the whole point of their existence. 

StiJIi, it's important to note that not all petitioners of a 
realm are alike. Though they share common goals* they have 
different personalities, appearances, and motivations. A berk 
shouldn't try to treat them all the same way and shouldn't 
expect to be treated the same in return, 

pR©xie s 

Nearly every power lias a proxy or two* and most have 
many* many more. Not all proxies are known and named; 
some gods like to keep n lid on the number and nature of 
their servants In order to surprise their enemies. Proxies are 
especially handy for going to places where their gods Fire 
forbidden - Sigil, lor example. The bloods have the desire to 
serve a higher calling, and they're riot afraid to take risks to 
do it. Proxies are, in short, the perfect pieces in the endless 
games of the powers. 

Now. lest a body starts to gel a bad impression of prox¬ 
ies, it should be pointed out that they were chosen for a rea¬ 
son. Of all the mortals in the cosmos, the proxies are en¬ 
trusted with portions of their gods' might and charged with 
the responsibility to do what their patrons cannot. Proxies 
are a step up from most mortals - don't ever forget that. 
They're dedicated (some’d say fanatic), and it's rhis belief and 
determination ihat've made them what they are. They're not 
likely to change for anyone. 

The proxies of a given power are generally assigned to 
different tasks, depending on what the god wants in accom¬ 
plish. Usually, they're charged with important duties around 
the realm, and while proxies aren't common sights, they're 
nearby when they have to be. A visitor to hallowed ground 
can expect to meet at least otic proxy; the bashers like to 
make sure e>f who’s visiting their sworn lands, 

A proxy can be an ally or an enemy of an adventuring 
party, depending on the group's aims, alignment, and alti¬ 
tude toward the patron power. It should he remembered, 
though, that only a total leather head ever Fully trusts 3 
proxy. An agent of a god has his own agenda and will sell 
out a hand of berks if it means advancing his boss's interests, 
Even a lawful good proxy puts his power first, intent on 
serving the higher good (and expecting others to realize that 


the greater good is more important than the good of a few 
individuals). 

The best way to (IcflI with a proxy Is to respect him and his 
power, but don't ever trust him completely. A proxy Is a mighty 
blood, hut he's sold himself to a god, and he'll always stand 
apart from any berk who doesn't follow his deity’s plans, 

PLAN AKS 

At this point, a body might think that every person in a 
powers realm is either a spirit or a bully-boy. Anti while 
there are, indeed, plenty of petitioners and a handful of 
proxies in any realm, each divine domain also holds a good 
number of ordinary Folks, planars who just happen to live 
under a god's nose. And ten different cutters probably have 
ten different reasons fordoing so. 

Many of them simply enjoy the safety. A god's realm 
often sees fewer of the troubles that plague other areas of the 
planes: cross-traders. I'll mines, fiend invasions, harsh envi¬ 
ronmental conditions, and so oil "Course, the Hip side of that 
point is that many folks tire afraid 10 leave a power's realm, 
perhaps for fear of what’s waiting out there in the big, bad 
multi verse [or perhaps for fear of what the jealous deity'll do 
to them for daring to turn their hacks on "paradise"). 

Some planars resist leaving fi realm because of inertia, 
habit, or family ties. After all, it's a chore for a body to pack 
up his life and move on to other pastures, especially if has 
Family’s lived in the domain Ibr generations (and his ances¬ 
tors might stili live ihere as petitioners). 

Finally* plenty of ordinary folks live in a power’s realm 
for (he obvious reason: faith. They're deeply devoted to their 
gtad, and they choose 10 live in an area where they can best 
express (ha! faith {and be supported by a multitude of I ike- 
mi tided believers). This bunch also includes star-struck sods 
who spend their days in a realm, hoping to chat with the 
high-up proxies - and perhaps even bump into the power 
himself now and again, (That ain't likely, hut they still have 
hope.) 

H6LY/UNH0LY SI + ES 

Nearly every realm has a center of power - some kind of 
place where a body can go to commune with the deity, draw 
strength from the land, or otherwise brisk in the holy glow of 
the god. in some realms, these art* few and far between. In 
others, it's practically impossible to walk about without 
stumbling across one. Typically, the sites draw petitioners 
from all over the realm, who meditate on the nature of their 
power and slowly iearn their pan in the divine plan, 

Every power has a different use lor holy sites. Find every 
realm manifests them differently. The Norse pantheon's made 
nearly rite whole realm of Asgard a holy site. The bashers 
there lenrn their place through the rough-and-fumblc lessons 
of the realm itself, an endless cycle of struggle and conflict. 
That's (he nature of the Norse belief: learning to keep fight¬ 
ing no matter the danger to one's self (not to mention learn- 
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infi 1 he value of being crafty and cunning, as well). 

Holy sites in other realms are more dearly defined. A 
sin- can he a grove tif trees with a dear pool in its center, or 
a circle of standing stones, ur even a dank cave that spouts 
Forth sulphurous Fumes. A body can recognize this kind of 
duly site fur what 11 is as soon as tie sets join inside iis 
boundaries. The area's a more distilled essence of the power 
of the realm, a place where a visitor can feel the might of the 
god in paLpahle waves. 

Not all holy sites are pleasant fat least, nut as rnosl berks 
define ihe word}. For example, chant says unholy sites in 
some realms of Bsiator are places of pain, where pelhioners 
travel to metal-laden forests of corroding Hash to discover 
the truth of agony. The sods learn their place in the multi- 
verse in the Hick of el knife or the lugging or ei hook. 

In some realms, holy sites are ruled by more than one 
member of a pantheon. Good powers who share ground - like 
the felts in Tir na Og — eiIIow equal access to any worshiper 
of any god of (lie pantheon. The rules of oilier sites Fluciujie 
according to the waxing and waning strength of the different 
deities. Most pa m3 icons try to avoid disagreements by allow¬ 
ing each power a certain kind of site, sacred to that god 
alone. Worshipers of the other powers are welcome., but they 
can't receive (heir god’s blessing in a site ruled by another. 

No matter who controls a holy sue, the area's nut just 
for petitioners. The still-living faithful can visit ihe land for 
respite from ihe dangers of the mull iverse and absorb ei bit of 
their god's essence to restore their strength and will. But this 
kind of perk applies only to a devout worshiper of the power 
who rules the realm, and it conics only after el time of quiet 
ruled ita lion. 

The benefit can range from a temporary increase in a 
particular attribute (sny, +1 lo Strength for Jd4 days) in the 
restoration of lost hit points (if appropriate lo the god’s port¬ 
folio) l ci the temporary use of abilities that’re usually granted 
only to the deity’s specially pries is. The Dungeon M Lister 
should make the benefit reflective of the power’s sphere of 
control; naturally, the DM always has ihe final say on what a 
cutter gains from his niedilEition. 

Course, a cross-trader can't draw the power through 
I rickety; a body must have real faith to receive the blessed 
gift. A berk who iries lo bob ei deity 11 he lucky to get away 
with his life. 

Still, casual visitors are welcome. Most powers like 
showing off their might, after all, and whai beti it way to win 
a convert than by giving him a demonstration? Hut impure 
Folks who’d defile a holy site with their presence are usually 
barred — unless they can somehow deceive the site's wards 
or have ihe hacking of an even stronger deity. 

A Dungeon Master doesn't have to work a holy site 
prominently into an adventure, Bui it can he el valuable tool 
to give guidance from a power wit bout actually involving 
the god himself And h can also be a springboard for more 
adventures. As I3 lc natural outs welling of a deity's might, ei 
holy site's sure to attract plenty o-f nasty berks looking to 
siphon off a piece of ei god. 


♦ mae + iNG a p©w€r ♦ 

What docs a Dungeon Master do with a party of kaiherheads 
that wants lo go chat with a god? Well, the firsi tiling lo do 
is give them a wake-up call. 

Under almost no circumstances will player characters 
ever gel to rued ei power up close and personal. The gods are 
just plain unknowable. Perhaps tin- mortal in el million ever 
spies a deity in all his glory, and of those few, maybe one in 
a million actually earns the high up's direct attention. The 
strength and knowledge needed lo draw die notice of a god 
is beyond the grasp of most. That’s not to say the powers ig¬ 
nore their worshipers. Even ei god can't turn up his nose at 
I lie very liEishers whose belief keeps him [dive and kicking. 
Still, ids a rare day when a power looks upon any specific 
wars hiper, just as it's rare for a mortal tn tnke interest in any 
specific bee in a hive, it ctmhi happen, but it usually doesn't. 

Good thing, too - few berks who strive to meet a god 
Eire prepared for what the experience is really like. First and 
foremost, lIlc visitor is overawed by Ihe deity's mere pres¬ 
ence, liven I he most faithless nonbeliever canT help hut he 
eowed by the sheer power ei god radiates. 

It’s no accident that powers usually manifest themselves 
in avatars; the true, unbridled glory of a power can turn a 
mental lo dust (or eh least drive him barmy}. Thus, if by some 
chance ei sod’s lucky enough lo meet a power, it's ei bet Hub 
he's just talking to an avatar, not the central essence. Truth 
is, most powers don't want in expose simple folk to the utter, 
destructive knowledge of whin it is to he el god. 

'Course, some powers revel in rendering hapless mortals 
lo els lies, but they're the exception, and most cutters know 
better ihan to seek them out. And while Abyssal lords and 
other evil near-powers wish they knew how to do it, they’re 
slill quite a ways off from gathering enough strength to kill 
by presence alone. 

♦ DUCKING + ne D£AD-B©0K ♦ 

Auy smi bent on poking around in ihe realm tif a power’d 
better listen up. A visitor who fallows a few simple rules 
should get along fine, A berk who doesn't is likely to end up 
smeared into oblivion. 

first off, any traveler entering a realm should be very 
aware of the local god’s portfolio, li's h simple matter of 
courtesy and common sense. Don’t Ltiss Fire balls around in a 
realm of snow and ice. Don't slaughter animals in the realm 
of a god of nature. And don't try to pass a violation off as a 
simple mix up, MljsI folks can tell when they’re crossing the 
boundary Into a realm, and there’s really no excuse to be Ig¬ 
norant of who's in charge, [When in doubt, at least try to fig¬ 
ure mil whose realms are nearby ihnl should give a body a 
pretty good idea of whose land he's el guest in.) 

Second, any barmy knows it's h bad idea lo put a realm's 
petitioners in the dead-book unless there's a startlingly com¬ 
pelling reason to do so. Hie powers have worked a long time 
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ro build up Ihnr base iiff pe¬ 
titioners, a iii d they don't 
cake kindly to berks barg 
Eng in ami raising havoc 
among their faith fill. More 
importantly, killing a pHi 
ti oner before he's ready to 
merge with bis power means 
the god gains less strength 
from the union Why would 
u deity allow ihat in happen? 

This next lip might seem obvious, Inn 
it's true just the same: Don't preach of other 
gods. It's like staying at ll friend's kip and 
going on and on about how good a host some 
of her berk is. Ned only is it etfm'dingly rude, 
but i In 1 preacher's likely to be mobbed by 
irate locals. I’hcy don't want to hear 
about other powers or their god doesn't 
want i hern to. which usually a mo unis 10 the 
same thing, tf the petitioners cared une whit about another 
deity, they'd have followed chut god in their mortal lives. 


i ourth, a Ini of folks seem to forget that 
mast religions on the Prime have rituals 
and proscribed behaviors. Those rues grow 
even more important in ilic realm of the 
power in question, becoming a regular 
part of daily life. They're a way for petl- 
titmers to demonstrate their devotion, a 
way hit dir locals to focus I heir thoughts, 
Tu avoid 1 rouble, a visitor really ought lo 
learn Llie customs. Lei Some re til ms, I lie 
natives don't mind il a stranger 
doesn’t follow the rituals (lhough 
they’ll give him cold s la res). In. til lie i 
realms, i he faithful take their practices more seriously and ex 
i ■ ■ Mil'n i . tu do i he s.i me..The punishment for nut ohst \ inp. 

ri Liai Can rangi from s tuple depurLuiiuii lo excruciating 
loi lure 11 • .ilasr not mi.: i .■ devotion of the petitioners., 

finally, u body venturing in 1 li u realm might to learn 
when lie should step a m l where be shouldn't. Nui all holy 
siies are open to the public, A katherhead who goes where 
he aiu'r warned is Ibr more likely in meet his end ihan a cut¬ 
ter who's a hit more careful. And those who can't fell when 
in turn hack deserve whatever Ihcy get- 
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have been true once, when a single pantheon of powers rose from the 
sea. bringing life to the earth ami spirit m the skies. The deities estab¬ 
lished the courses of ditches and rivers, their mission to keep the waters 


Some folks say thal the Babylonian powers and the Sumerian 
powers are exactly the same, with only minor differences be¬ 
tween the two — like their names (and little else). Thai may 


within the hanks of the canals. Their gilt of irrigation made ihejr worshipers a powerful force in the 


world, ensuring that the faithful would survive beyond simple gathering, hunting, and raiding.. 

But the gods grew and changed as their followers, changed, and today they’re two discrete pan¬ 
theons, With ziggurals and temples, white marble and dark briek, the peoples and their powers have 
drifted apart slowly over the years, each taking on a separate personality and separate beliefs. 


Has it caused a change in their attitudes? Better believe it. Where once they were 
one now ihi-v're iwcr RahuImpart and Sumerian. The Fraternity of Order 

rn case in the history of the multiverse of 
ig themselves anti become entirely differenl 



entities. Naturally, an event like that 


holds eon sequences. The two pan- 
Iheons now hate each other with a 
passion, each vying over lands domi- 


nnlcd by the other, each stniggling to con¬ 


trol all the emerging civilizations of the Prime. 


♦ THt SUmERIANS ♦ 


The Sumerian powers rose first, bringing light and life to the cultures of the riverbed valleys. They 
showed mortals how tn put this abundance to good use, which pul the sods squarely in ihe powers’ 


debt, The gods later wenl nn to estahiish themselves on high. They didn't involve 


themselves much in the rlny-tn day lives of their worshipers but were 
satisfied with ruling and shepherding the people. With the greater 


PRimi+JVE? rn aybf 
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any less powerful. 


power Enlil established as ihc head of a loose pantheon, the Sumeri¬ 
ans were coition I in iheir might and let themselves grow lax. 

As for the devoted mo rials, the eity-s tales of the Sumerians were 


TH©RAm©N, 


separate factions, each venerating the gods with slightly different prayers, icons, 
sacrifices, and so on, Unfortunately, the splintered worship diffused the abilities of 
the powers. The gods simply failed to establish any overarching guidelines for their 
people, and it led in the mighty schism of the pantheon. 


A CLERIC Of +«£ 
SUlIlfRIAN POWERS 


THE GREA + m©UN+AlN ©F + HE CAS + 


Three Sumerian powers - Enlil, Ki, and Nin-Hursag - live on the Great Mountain of the Bast, the 
mightiest crag on Elysium, and Manna-Sin rests (here as well when he tires of wandering. For a bun 


deed miles around the Mountain, the land is fiat. Sluggish rivers course through the area, diverted this 


way and rhai to make sure the crops in the fields stay watered. The plain's dotted with small cities, and 
in the center of each burg is a temple dedicated lo all the powers of the pan I boon There, Sumerian 
priests sacrifice the finest foods the Mountain has to offer. 

The only folks allowed to walk on the Mountain itself are petitioners and those who have a legii- 
imate request of the powers (which, naluridly, ihey give to proxies the gods don't talk to mortals), 
Bui Lhe gods have final say on what constitutes a legitimate request," and if a berk doesn’t fit their 
stringent requirements, they're sure to drive him barmy - at least, until he leaves the Mountain. He'll 
have to find bis own way down, too. 

As for ascending the Mountain, well, it'll test the mettle of any basher who wants to try it. When 
a petitioner’s ready to merge with his power, he's got to make bis way io the tallest peak - a task that's 
harder than it sounds. Even the sharpest climbers iri the multiverse'd have a hard lime on the Great 
Mountain, and pci hitmens ain't skilled climbers. It's determination that counts for them, and only a 
hasher with enough of It can get lo where he's going. 
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A petitioner who falls from iIil l heights dies, but he's re¬ 
born 1 ht 1 next day into his old task. He remembers what's be¬ 
fallen. him, and the knowledge fills him with even greater de¬ 
termination the nexi time he dee ides he’s ready for union 
with the powers. If a nun petitioner falls, on the other hand, 
the berk’s in the dead-book for sure. The gods don’t lake re¬ 
sponsibility for those who ean'i manage iheir nwra lives. 


something many berks just can't resist. 

As a power of war, Fnlil is also keenly interested in the 
doings of the Prime. It's said that any batik 1 that even one of 
his worshipers lakes pad in is of vital importance to him. 

INANNA 

Greater Potver, "Keeper of the Flame” 


♦ THE SUmERIAN P©W€RS ♦ 

Though lhe Sumerian pantheon is one of the smallest on the 
planes, it also seems like one of the rnighiiest, After all, of 
the si* deities in ihe group, four are greater powers, and it 
seems as though the two leasers have been nn the verge of 
raising themselves to the iniermediate level fur some time. 
On the other hand, a few gray beards think the pantheon 
mighl soon go the way of all ikings, 

For example, Rnki, a greater power of rivers and oceans, 
recently passed away. Elis corpse now floats on (he Astral, so 
much spiritual debris. But in truth, it wasn't all that mysteri¬ 
ous a death. Enki was a great binder 
oftanar’ri and was foully murdered by 



twu evil Babylonian powers. Nergal 
(the god of the underworld) lured him 
to a place on the Lower Planes where 
the lanar’rt supposedly ran rampant. 

Then Nergal bound Finki while Anshar 
[the god of darkness) drove a blade 
through the river god's heart, Fold's 
father. Enlil, has sworn vengeance bui 
hasn't yet found the opportunity. 

Most of the Babylonian powers are too concerned with 
rule and law to kill in cold blood. And where they are orderly, 
die Sumerians focus on the vagaries of nature and how a body 
combats that. They're concerned with the establishment of cul¬ 
ture, and anything else is just dealt with as it comes up. Unfor¬ 
tunately, what came up were thu troublesome Babylonians. 

£NUL 

G renter Puuvr, "Ruler of Heaven” 


The Sumerian Powers 
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Air, war 
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Any good 


1 ’Air, war 
■ NO 

Pick-axe 

I . ib /1 Fly si u mi Fro u j n / 0 re a t M OU nt a i n of t h c East 

1 ugE I ?.aggi si o f Ereeh (Px/:{ 1 1 utna ti / E ■ 1G/ NO f 


• a War, Love 

M LE WAJ Warriors, lovers 

Shepherd's staff 

l! Uaator/Phlegethos/the Jealous I lean 

I I •!! Ninglath-pileser (Px/9 human/Fl^/LE) 

To fickle Inarm a, all's fair in love and war. Though she Fol¬ 
lows laws she herself has established, she doesn't expect the 
same of lovers, or warriors. Once the wife of Fnlil, she's now 
been set aside and she seethes under his rule. However, as a 
power of war, she knows that Ihe Sumerians have lu present a 
united front to keep the Babylonians at bay. so she holds ot! 
on her revenge. For now, she's content just to hiy the seeds, 

Her realm is in fiery Phlegethos; chant 
says the fames of that layer can't com¬ 
pare lo the fires that she feels when en¬ 
tering battle or love. Hers is Ihe passion 
a body knows in war or desire, the 
caress of steel or flesh. Any hasher who 
enters her realm succumbs lu a desire 
for one or the other wiihsn a day, 
though the Feeling changes with ihe set¬ 
ting of tiie sun. It's not a cold passion, 
but its certainly a rational one - every 
cutter here knows what lie's aboul and how lo achieve it. 

Though the fed of the Jealous Head is fieiy, ihe physical 
land itself is not. It mighl look that way, tinted as it is with 
reddish light that dances through the air. But I rum mi's realm 
is a great field covered with crimson dust, crisscrossed by 
livers of blood that nourish the sweet fruits of the trees. The 
maio city is called Eridan, a place where the lovers ciT the 
realm take defense against ihe warriors, ’Course, at the end of 
the day, Ihe desires swing back the other way: The lovers cue 
their way out of the city and the warriors fight iheir way in. 

Kl 

Greater Power, “Lion's Friend* 


Nature 

VI : N 


VvAL. N 


Enlil was ihe first of the Sumerian powers, son of Nairman, 
the sea. As the harrier Erciween earth and sky, Enlil could lie 
said so be the very breath mortals draw into their lungs. He is 
the ruler of rhe pantheon, and though he can't do anything 
that affects the group without the approval of ihe others, he 
still pursues his owri agenda. Chant is his proxies currently 
search for bashers lo do away with llu- proxies of the liitby- 
lontan pantheon. It's a dangerous job, but Enlil's rewards are 


v. ui'.ii Iris 

J Flysi uiti/Emri a/G real Mountain ofthe East 

I-, I " Duran-Ki (Px/9 human/R 1%/NG) 

Ki, ihe power of nature, also Miuiniams the relationships be 
tween the Sumerian powers and other powers of earth such 
as Silvaiuis, Fan, and Mirlikki. She’s won over valuable allies 
for ihe pantheon this way. Ami with the death of Enki, Ki is 
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slowly taking on the responsibilities of river and water, but 
her very nature bo to speak) inclines her more toward the 
Friendship of animals, 

Ki's the most barbaric deity ufthc pantheon, She doesn't 
hold with mortal civilizations - at least, not at the expense 
of nature — but she goes along with her lellows to keep the 
peace. Still, she welcomes those who reject the trappings of 
buildings and society, and she teaches them the ways of the 
soil and the vine. 

N AN N A-SI N 

Lesser Poirer, "Night's Light” 

VjC The moon 
M CG VvU:CG 

Black axe over moon 
i Elysium/Eronia/wanders 

Ishme-Pagan IP x}d human/V 12/CG) 

Manna-Sin is one of the least important deities in the pan¬ 
theon, and he knows it, EnLil keeps him from interacting too 
directly with mortals, so he wanders to keep away from the 
ruler's decrees, sailing his crescent moon-shaped barge up 
and down the River Ocean us. Truth is, Manna-Sin enjoys spy¬ 
ing on the Babylonian powers (especially Ishiar, who also 
dwells on Elysium}. If Enlil learned of such activities, he'd 
surely forbid them, but given the vendetta sworn between the 
two pantheons, Nanna-Sin feels he's justified in his curiosity. 

NIN-HUkSAG 

Lesser Pinter. w The lady of the Mountain" 

Earth 

■U N \\M M 

Blue-’white diamond 

Elyslum/Emnia/Great Mountain of the East 
Mamma rag (Px/? human/PWN) 

The former wife of Enki, Min Hursag Is said to Jiave been it] 
mourning for the past few years, The Great Mo un la in has 
grown even more dangerous during this period, as the earth 
that forms and supports it has begun to crumble. The other 
powers do what they can to soothe her, but her grief)I just 
have to run its course. Chant is she’s taken some solaee in 
the company of Mesirie of Ceriliu (see the chapter on single- 
sphere pantheons), and the two of them’ve communicated 
hack and forth For some time now. 

U + U 

Greater Power, "The Unbalanced" 

Vi it The sun 

VI CG WU: CG 

i Sun disc 

Arbores/Olympus/thc Absorbing Light 
l'i i Sargon of Akkad (PxM humim/l ; l3jCU] 


Hill's realm is dark to mortals those who enter it never re- 
tnm again, It's I bought the god merges with any sod who 
sets foot it] his. realm (unless they're powers or proxies), 
which might explain why he's become so reclusive and with¬ 
drawn. He's fighting within bis own mind. 

Ulu used to he a bit more stable, back when he called 
Media mis home. But that was when Enki still lived: the 
water god kept a close eye on chaotic Uiu, Once Enkj fell. 
Utu could no longer he held to the clockwork plane and tied 
to wilder surroundings. 

♦ THt BABYLONIANS ♦ 

Eu a curious ease, the Babylonian pantheon — much more 
concerned with law than nature - sprang full -grown from 
the worship of the Sumerian. It seems some pan of the pri¬ 
mal Sumerian mind desired to bring order to the people, and 
the collective brain-box split asunder, drawing on energies 
that’d lain dormant, giving birth to powers that could fulfill 
the need fur law. 

That's the strength of the Babylonian pantheon, really: 
They taught order to their followers. By demanding rigid 
obedience to a set of strictures and harshly punishing those 
who turned stag or fell by the wayside, ihc new gods suc¬ 
ceeded in iheir revolt against their forefathers. They created 
a code by which the cities under the Babylonian Empire 
would have to live, Imposing law across the expanses of land 
owned by ihe king. Once the Babylonian powers'd fortified 
themselves against any possible revenge from their Sumerian 
forebears, they tried to usurp [and, in some cases, crush) the 
old pantheon. If the lawful good Babylonian gods objected, 
they didn't do anything abm.il it. 

For the most part, the Babylonians have failed. [Perhaps 
the lawful good powers are working behind the scenes after 
all lo head off the revolution.) However, two evil Babylonian 
deities gos away with murdering ihe Sumerian god Enki, 
whose body now lies mol dering on Ihe Astral. Graybeards 
note that Anu and his bunch are much like the Olympian 
gods, in lhai they seek to overthrow their ancestors and 
probably won't rest until the task is done, 

THE BABYLONIAN 
♦ POWERS ♦ 

In the lands of the merciless sun, baked soil, and cool moun¬ 
tains and forests, in the places of strife and early learning, 
the Babylonian powers hold sway. These are truly ancient 
powers, forgotten by most, yet they still have a certain influ¬ 
ence among young cultures on prime-material worlds. I ht 1 
Babylonian pantheon Is most popular among folks who live 
in emerging cultures and those in fertile river valleys. 

The powers are hursli with their priests and their people, 
demanding unswerving obedience under threat of punish¬ 
ment. But of late, ihey'vc fallen nut of mortal favor. 'Course, 
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pari of she reason could be because they're so slrfcl, bus it’s 
doubtful the Babylonian gods would admit if, much less 
change I heir ways. 

ANU 

Grcatn Power. "Chief ol the Babylonians " 

*rf n* w 

Skv, the Babylonian pantheon 
\l LN WAS Any 

GoItl sun partially blocked by gray cloud 
r Medi anus/A sin's Way 

Hi nun the Si riel (Px/d human/ F 1 fi/Fr suer 
nity ul' Qrdcr/LN}; Tommy r I be Undying (Px/d human/ 
N 7/Fraternity of Qrder/LN) 

Cham says that Ann created the heavens and the earth, and 
it is his strict guidance that keeps the nr her powers of the 
pantheon in check. Sume've said that it's bis guidance that’s 
also driving the pantheon from the mortals - and that some 
of the lesser powers mi gin be considering pooling their 
strength to overthrow him. 

See, Anti is just, but his justice is grim and unyielding, 
with harsh sentences for even the smallest infractions. Those 
who serve him strive lo avoid breaking his laws, and thul 
suits him perfectly. 

Ami's realm is Fin enormous gear of orderly lines and 
clay brick buildings, and he lives In a huge palace covered 
with windows. The swarthy-skinned petitioners are of a uni¬ 
form appearance, wear azure kilts, and, show no apparent 
signs of gender. All of them possess the same memory and 
knowledge and are probably as dose as people can get to 
being madrons, 

ANSHAR 

Lesser Poster, "The Night" 

Darkness, niglu 

A I, CE WAI : CE, NE 

Black sphere 

Pandemonium/Pandesmos/the Chy of Eternal 
Darkness 

■ . : Nunc 

In a place where the howling winds of Pandemonium have 
died lo the merest whisper, u black clay brick wall seals off 
the entrance to Ansbar's dark realm. No mailer how much 
light a body shines in the area, il never illuminates more than 
5 fact of the wall in any direction, so ihc structure seems end¬ 
less — and perhaps it is. Only a berk who’s a friend Lo the 
night can find a door in the wfiII, which opens inln the City of 
Eternal Darkness. No light may be lit in the realm, and those 
who try draw the immediate attention of Ansbar’s avatar, 

The power himself is said to he easily angered and given 
to fits of blackest rounds. Chant is he once had a great deal 
more strength than he does now, but he surrendered (or lost) 
it to Anu. The Cerilian goddess El uric {sec the chapter ora 


single-sphere pantheons! shares the City of Bernal Darkness 
with Anshar; some say it's to bolster his sagging power, 
while others thank it's so she can wrest the real in from him 
when be Dually goes down for the count. 

One thing is dear: Those who tread near the City had 
best go carefully. There’s no telling what might set Anshar 
off, and lie's not likely to have any sympathy for sods who 
get lost in Pandemonium's maddenirig tunnels. 

D RUAGA 

/.t'Ssrf Rosier, "Ruler of the Fiendish World" 

' Baatczu summoning 
Al LE VVAL: LE 

v ■! Ruby maqc 

Baator/Dis/the Retreat of the Fallen 
k l i Kilrak IPx/d pit fiend/HD lb/LE]; Adma 

(Px/ 'x t i ell i ng/T 14/M ercyk i 1 lc rs/L 11) 

Driniga's known as the ruler of fiendish lands, and that's true 
— ul least as far as the Babylonian pantheon goes. However, 
in the grander scheme of things, he's just another deity 
who's made his home on Baa lor. The Lords of the Nine toler¬ 
ate his self-imposed title and ever allow him lo force 
baaiezu to his bidding. Bui they won't let him change the 
workings of the plane. 

Whenever a follower of the Babylonian pantheon sum- 
in ons li baaiezu, Druaga decides which fiend to send to the 
Prime, What's more, the first time a follower sets foot on 
Baa tor, he has to enter through Druaga‘s vile palace, a place 
of pillars and smoky hazes, with vaulted ceilings that can 
barely be seen from the ground. The palace spoiwls across 
Druaga’s entire realm; no corner’s spared the touch of its 
shadows and stirrings. 

G 1 RRU 

Lesser Posrer, "Lord of the Rouse" 

An l Fire 

AI LC WAI LG, MG 

S r Axe wrapped in fire 

II Mount Celestia/Meneuria/ihe Undying Flame 

■ mi fcrlon (Px/d human/FlI/Harnionium/LG] 

The Undying Flame, Girru's realm on Mount Celestia, is a 
place sculpted entirely of fire. But the only sods who need to 
worry about being burned by the flame Eire those whose 
thoughts are impure, or Ihose who tend naturally toward 
evil. Others may sojourn as they will, eating the flaming 
fruits from the fiery trees and strolling among the ever- 
changing (but always orderly] statues of Gilurra, the realm's 
major town, 

Girru. a flame-heardcd power, despises the taint of evil 
and won’t tolerate it in his realm. He's a crusader, sending 
priests and archons on missions to destroy sources of mnlcv 
oleiace, Sure, be knows ihul evil is necessary lo achieve a 
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multi versa! balance, but it’s Oirru’s nature to fight wicked¬ 
ness - and so lie does. In bis last breath. 


NIRGAL 

l esser Power, "lord of the Underworld" 
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Greater Poirer, “The Maiden " 

Love, war 

il N VVAI. Any 

Female lunid grasping blue crystal rad 
Elysium/Am oria/the City of the Slar 

MardullO the Pact [Px/dl human/11114/NG) 


Jshtar's City of the Slar is a com¬ 






munity where deep passion im- 








dcrlies everything. A place of 
beauty and vitality, the City of 
I he Star is Riled to bursting 
with the joys and loves of its 
people and its power. A realm 
of while marble and narrow 
si reels, of fantastic colonnades 
and exquisite desire, the city 
covers all oflshlars territory, 

it's said in be one of I he most j— 

beautiful places in the multi* 
verse. 

The power herself, burn from the Sumerian goddess 
Inanna, always appears as a beautiful woman, and wherever 
she moves through her realm, a carpel of flower; and grass 
springs up behind her. Despite being the goddess of war, 
Ishtar engenders life by her very existence and advocates 
war only when il furthers the cause of life. 

mARDUR 

Greater Power, “The Justice B ringer" 

■ i Giles, wind, thunder storms, rain 
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The underworld, the dead 
Al NL 1 WY! Any evil 

Dark man holding a black shield 
i Gray Waste/GEnus/Ncrgailos 

Alla] (he Dead (PxM tidling/Ml 3/NE) 

Ncrgal's realm is a dark, gray city of biack basal I, with a 
mist that swirls around everything in the dim land. The cir¬ 
cular burg consists of seven domes, 
, _ rmd its streets are Riled with the 

shades of the dead I who move on 
missions known only to them 
and their god). The shades never 
speak, so any berk looking to 
pick up the chant must talk to 
one of the living sods — evil 
warriors, mostly - brought in to 
serve Ncrgal directly. 

The power broods on his 
throne of basalt, plotting ways to 
spread his doctrine and his influ¬ 
ence ever further, lie has no spe¬ 
cial enmity for any other gods, except 
when their interests conflict with his own, 'Course. Ncrgal 
helped to murder the Sumerian god Lnki in cold blood, so his 
definition of "conflicting interests'" might be looser than 
most. 
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Lesser Power, “Prince 
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. ■ Storms, thunder 

M . N I Any neutral; those desiring rain 

Lightning bolt through a storm cloud 
Ouliands/the Storm Cloud 


Silvery net 

Arcadia/ Abe 11 in/Marduk 

Tel 1 ik she Unfurgiving (Px/cf h li man/F1 4/ 
Hannoirium/LN); Anthar (Pit/ il half-elf/M 13/LN) 

Marduk's realm is an arid land of sun and sky, with the 
power's vast marble and adobe city - also named Marduk - 
in the exnct center. The rivers Luar and Kath flow through 
the realm and the city, keeping the burg cool even on [lie 
holies! days. Outsiders lo the realm are watched carefully, 
but as long as they don't violate the low, they're left alone. 

Marduk the power is concerned with justice, law, and the 
movements of his opposite: Tiamat, queen of evil dragon kind. 
Marduk usually appears as a four-eyed, four-eared blond with 
reddish skin, and he shouts lire from his mouth when be 
speaks. Bui he doesn't stroll through bis realm loo often. Fact 
is, he generally leaves the rule of the land up lo thu mortals, 
jusi to see how well they adapt and bold to Ids precepts. 


None 



Ramman s realm is a castle of clouds, a gauzy palace where 
a body can shape whatever he needs out of vapor (though 
the siuft evaporates if taken out of the realm). II wanders 
through (he Outlumis, bringing rain and storms io areas that 
need it. Some say the plane itself dictates I he realm's move* 
men is, while others think Rumman helps to control the needs 
of the Land. Whatever the truth, 
the power always moves his 
realm to where it'll do Ihe 
most good, 
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li’s said something wild lurkji in the heart uf every sold, a space that 
thrills to the sound of geese calling at night, to die whispering wind 
through the pines, to ihe unexpected red of in toilet tic on an oak - 
and u is fcn iliis spate ihui iMc Celtic powers dwell, 

They sprang from the brook and stream, their might heightened 
by the strength of the oak and the beauty of the woodlands and open 
moor. When the first woodsman dared pun a name to the face he saw in the hole 
of e tree or the voice babbling in a brook, the powers forced themselves 

into being. Hidden in the darkest forest mid the roar¬ 
ing sea of the Isle of the West, studying the magic 
of that prime-material paradise, and consorting with 
and bringing forth the ere alures of faerie, the Tualha 
De Danann (as the pantheon was called at the time) 
eventually came forward and declared their divinity to those 
who would recognize them. 

Though their initial reign was not without trouble, they soon overcame the tribulations that beset 
them and moved onward to dwell on the Outer Planes, where they reside today* 


♦ THE PAN + HESN ♦ 

The Celts have a reputation as a dark and brooding pantheon, but they‘re more a col lection of powers 
that loves life, beauty, and knowledge. They revere strength, cunning, hospitality, and sting - a simple 
lift*, ii seems, but one that's incredibly rich, with deep appreciation for the joys uf creation. Sometimes 
they're little more than basic elemental forces, representative of the talents they wield, while other times 
they seem the very soul of humanity. It is Fmm this combination that they draw their power. 

The gods strive for excellence and perfection, true, but they're much more happy-go-lucky than 
most pantheons, mid they extend iliis attitude to the folks who worship them (ei¬ 
ther that, nr the devoted attribute this attitude to the deities). The Celtic 
powers never demand total loyalty from their faithful, and thus, paradox¬ 
ically, they lend to earn it Sure, priests of the pantheon uphold Ihe ideals 
of their gods, and therefore shoulder greater expectations from those 
gods, bui i3lc powers themselves preach freedom to their Hocks, Theirs is the 
freedom of ihe winds, of the hunt, of silver and spears, of the dark 
nights kept away by blazing 11 res. 

+ H E BA KD Eh n G W Y N € D D The bulk of the pantheon lives in the realm of Tit na Qg I also 

called the Land of Youth! on the Outlands, though a few make their 
cases elsewhere. Most notably, Belenus and Hriganlia share the rule of the Isles of the ELcssed on Ely¬ 
sium, Math Malhnnwy rules over Corriegrave on Gehenna, arid Arawn watches over the spirits of the 
dead front his islands on the Gray Waste. (See the map on pages 77-7 3. which shows Tir na Og and other 
Celtic realms.) 

The pantheon includes, many other lesser deities, some barely clinging to demipower status. There's 
Epuna, goddess of horses; Oengus, god of lover Aria mod, mother of Lugh; and Rosined a, goddess of ma¬ 
terial possessions (and sometime consort of Ltigh}, just to name a lew. The Celtics jire broad and open- 
minded, and they'll take most any power into their fold if he shares their same basic attitudes. Fact is. 
this tolerance is what's let the Celtic pantheon proliferate as it has. As one of the most influential and 
adaptable pantheons on the Outer Planes, their worship's spread across (he Prime as well. The Celtics 
take in gods from local prime-material pantheons - or join those pantheons themselves - and thus en¬ 
sure their own survival and growth. They're even willing to adapt themselves to fit niches similar to their 
own portfolios, and so gain ever greater strength. 


TIR NA ©G. . . 
WHERE +he SILVERED F©G 
FILLS YffiUR EYES 
and 1TIAKES EVERY + HING 
fTIAGICAL. 


♦ THE W©RSHIPERS ♦ 


Contrary to popular opinion, the faithful of the Celtic pantheon arc not a LI blue-pain led savages who in¬ 
dulge in human sacrifice. Truth is, most are gentle and civilized, inviting strangers Into their homes and 
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milking till feel welcome. Granted, in battle the Celts are fear¬ 
some, screaming opponents [jusi ask any Henri who's tried to 
torch a Celtic village!], hm thai’s an image they cultivate to 
weaken their foes’ morale. Of all the hashers a body’s likely to 
meet across (lie multi verse, a gen Lie hand and a kind word rin 
more among the Celts til an almost anyone else. 

Plenty of ihe Celtic follower* are practical, too. Not only 
are the gods open-minded ami accepting ia big plus to many 
priests], hut they live on the Gut la rids, which “touches” every 
other Outer Plane. That means that priests of Celtic powers 
don't lose any spell casting levels when leveling anywhere 
in the Great Ring, And that's a great perk for worshiping the 
paruheon, 

Don’t think it s a bub, either — ihe Celtic gods aren't try¬ 
ing to cheat the system They’re a truly neutral pantheon, en¬ 
titled iq live on the Outlands just like anyone else. 'Course, 
Their central location makes them attractive lo planars, which 
means they gain more followers, which makes them even 
stronger, which means (hey gain still more followers. .. . 

Thai kind of thing can get a burk into (rouble, even if 
he’s a dcily. Rut the Cells do their best to remain neutral in 
planar affairs [with notable exceptions, as detailed below), so 
(he other gods don’t seem lo begrudge them (heir powers. 
Leastways, not ope thy. 

♦ TIR. NA ©G ♦ 

The realm of Tir na Gg, one of the Larges! of the- shared 
realms on the Outer Planes, is renowned tor its beauty and 
peace. The Land of Youth houses most of ihe Celtic pan¬ 
theon, (hough ends power maintains a separate realm within 
Ns borders. And while each realm has its own peculiarities. a 
few Ihlngs apply every where in Hr na Og. 

For example, the land has no cities, just settlements — 
Gwyllaeh, Donall, Surcease, Westcote, Marked, and a hand¬ 
ful of others, The largest holds only about 3,000 folks, maybe 
half of whom are displaced primes or planar* looking to es¬ 
cape the hustle and bustle of planar life. Wha.Cs mure, the 
majority of the petitioners in the Laud of Youth live our their 
days in the forests and hills, content to simply he. They're 
free to roam through every realm of Tir na Gg, and it’s a 
freedom they exercise regularly. 

See, Tir na Og's a beautiful place lo wander. It's covered 
with woods and rolling meadows, with hills and cairns rising 
unexpectedly out of oaken groves. Menhirs, dolmens, 
obelisks, and circles of standing stones loom majestically in 
the fields: many of the structures are said to hum with an¬ 
cient magic. Everywhere a body looks, greenery bedazzles 
his eye, and life and healsb seem to radiate from the very 
soil. Though riot all the realm’s a piuce of healing, it's cur- 
(airily restful at the very least. 

As for the petitioners themselves, they're of a kind, fair- 
skinned and dark-haired. Though they're quick with a smile 
and a helping hand, most of them keep (o themselves during 
the day. At night, they gather in the oak groves to listen to 


the druids speak or (he hards sing and tell tales. They make 
their living by farming, hunting, weaving, and smithing - 
anti all of these pursuits are respectful of and harmonious 
wilh the nature that surrounds them. 

Here’s something else a visitor ought to know: The Cells 
are de voted in neutrality, but it's more the neutrality of free¬ 
dom of choice than ihe total withdrawal from life. If the pow¬ 
ers lor the petitioners) see a berk mucking with the freedom of 
their realm, it's no dark that they'll put an end to it, and that 
right quick. The gods might even send the Wild Hunt, a pack 
of shadowy mastiffs com married by a charioteer with an 
antlered helmet. At night, the green flames of the hounds' 
eyes and longues light the darkness like huge fireflies, 

If a realm were to have colors, Tir na Og's would be for¬ 
est green, ihe black of mist-covered tree trunks, and the sil¬ 
ver of finely forged weapons, 

♦ THE POWERS + 

Though many of the powers here are of the Tuatha De 
Danaroi ("Thu Children of Danu'1, just as many are not, Leg¬ 
ends tell of the ancient goddess fJanu spawning (he rest of 
the pantheon in (he Isles of the West, but any evidence of her 
existence has long since vanished from the planes. Perhaps, 
as the Believers o( the Source claim, she's moved on In a 
higher form, an existence greater than that of the powers. 

DAGH DHA 

Greater Power, “Flu 1 Doiea King" 

1 Weather, crops 
CG . \L Any good 

Celtic shield 

I Oullancts/Tir na Gg (Mag Mi'll) 

Also known as Rocha id Ollathair, the Daghdha leads the 
Gel lie pamlieon. improving its standing with every chance he 
gels. Despite his alignment, he is in large part responsible for 
the famed neutrality of the pantheon, doing his best la keep 
ihe peace between his charges and ihe rest of (he multi verse. 

As one of the children of Danu, the Daghdha has exisled 
for longer than most gods, and seems to have a better idea uf 
where the pantheon should he headed lhan anyone would 
give him credit for. liven his name distances him from the 
pack - most rolks call him “Lire Daghdha" as a sign of re¬ 
spect for bis station. 

Sods who just say '‘Daghdha’ 1 are usually those who 
can't imagine hint as a responsible fellow. Sec, the god likes 
lo play the trickster and the buffoon, and some figure that 
any herk who likes jokes that much can't he worth a linker's 
cuss. Rut most cutters love him: it's hard not lo enjoy some¬ 
one who's so irreverent. 

Thus it is that the Dagbtlha's most fervent friends are 
Ihe trickster gods from other pantheons, like L re van Ifesere 
of the elves or GaH Gliitergold of the gnomes. Likewise, his 
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enemies art 1 those who don'I liave the Imagination or the 
humor to understand his jokes, like Ram man of the Babylo¬ 
nians or Zeus of The Greeks. 

I hi 1 Daghdha's realm, Mag Mel I (the Helds ofllappi- 
ness), is a place where bodies work when they feel like Li and 
play when they don't, Thu work si ill gels done in the end, 
and there's scarcely ever a sharp word. Wood anti Farmland 
cover the rolling terrain in a seamless transition from one to 
(he other. At the center of Mag Mull is the Grave of the 
Dughclha, where the power occasionally manifests and holds 
court. The Grove also boasts a mystical cauldron from which 
the deity can pull forth any ohjeet he desires. Naturally, the 
cauldron works only for him (or for berks lucky enough to be 
on his business). 

The main proxy of the Haghdha is a blood who goes by 
the name of Bran [Px/cf half-eif/til4/tU], another happy-go- 
lucky fellow who likes to come off as a complete leather- 
head, lie's friendly to the point of being obsequious, and he 
plays the part of the eager puppy well, Truth is,, Bran's a lot 
more intelligent than he seems — and woe in the sod who de¬ 
cides la boh the old half-elf 

Bran's main gift from the Daghdha is that he can use the 
cauldron any lime he desires, without having to ask permission 
of iiis patron first, lie's also able to locate any outsiders in Mag 
Mell and divine (heir intentions, no matter flow well masked, 
as soon as lie approaches within LfiO yards of the intruder. 

ARAWN 

Intermediate Power, “The Dork Out 

Life, death 

\l NE WAl Any evil 

Warrior's skull 

G ray Wa ste/Nifl helm (A n n w n 

Arawn controls all the power of life and death in the Celtic 
pantheon, and while lie himself ls one of the few evil powers 
of t he group, he feels his job is to preserve and maintain 
good. Without evil r he says, goodness couldn't shine as 
brightly. 

Truth to tell, Arawn's not a had sort - at least, not for a 
gml af death- He's got a job lo do, and lie's simply quite good 
al it. He rewards loyalty and steadfast character, and pun¬ 
ishes liars and berks who are clumsy in 1 heir cunning. 11 is 
justice is harsh but fair. 

His rocky realm, called Amvwn or the Ten Isles of the 
Cureed, sits in the midst of a vast ocean in (he second layer 
of the Gray Waste, The sods who come here- are those who 
couldn’t make it into the Isles of the Blessed tar fir na Og. 
Some of them come by din ire tn he with their loved ones, 
hid most an’ ne er-do-wells, the scoundrels and cross-traders 
of society. 

A raw if s favorite proxy is Pwyll IPx/d human/Fl 5/NG), 
a mortal king from the Prime who switches places with the 
god every tenth year. When Pwyll rules Annwn, he handles 
the problems that Arawn is forbidden Lo touch, including 


llafgan, the deity's arch-enemy, who for same reason is oul 
of ihu death god's reach. While he's the high-up of the realm, 
Pwyll has all the might of Arawn at his disposal. He's a 
friendly fellow, which means (he petitioners of Annwn are 
gran led a brief respite every ten years. 

Bill Arawn has other proxies, as well. Chief among them 
is Frycleri (Px/d human/F7/N), son of PwyJI. He learns the 
ins and uuis of rule rah ip at the feet of Arawn and roams the 
realm, dispensing the power's justice. His main talent is 
being slippery Pryderi can summon darkness and wrap it 
around himself like a cloak, and no one can see nr touch him 
when lie's so garbed. 

BGLENUS 

Inienneriifite Power, “The Sun" 

Sun, light, heat 

M NC WA Any good 

Solar disc and standing stones 

Elysium/Thalasia/tsles of the Blessed 

BRIGAN + I A 

Intermediate Power , “The Riocnnaid" 

Rivers, livestock 

\l NG Any neutral 

Footbridge 

FIysium/Thal as ia/lslUS of t hc Hlessed 

Helen us and Brigantta are radically different in their interests 
(he's the Lord of Eight, she watches over animals and water¬ 
ways!, but they've found common ground outside the stan¬ 
dards of the Celtic pantheon. They share the realm known as 
the Isles of tlie Blessed, the resting place of mortal heroes 
whoVe actively sought to do good in their lives. 

The realm’s almost constantly sunny, and when night 
comes, it's brief and coal. Legend says that night arrives only 
when BeJenus has stepped away from the realm to do the bid¬ 
ding of the Daghdha (though it might arrive early if petilion¬ 
ets or visitors offend him in some way). Rivera crisscross the 
Uimi. sparkling blue reflecting Lino the sky and echoing 
through the air. And despite the Fact that sheep, cattle, and 
their keepers are eommon throughout the realm, it very much 
scorns as though a body's alone in the land - that it exists for 
him and him alone. The center of 1 he realm (and the home of 
Ihu powers) is a clear hillock called (lie Sutiswatch. 

Bel tain Pi rebrow (Fx/ef hum an/D12/IMG | serves (he in¬ 
terest of Helenus in the Isles of the Blessed, maintaining the 
woods and groves against those who tnighi try to despoil 
them. Etc (tain’s rough and coarse, and he ain't a fra id to use 
physical force when necessary, hut underneath i( alt beats a 
hear! of pure gold. He can speak lo any beast he secs, 
whether it’s natural or magical, and no animal can attack 
him while he's in the Isles. 

BliganLLsi's proxy is Alaina nlc Gwydion (Px/9 human/ 
l‘]G/NG), a charming and steel-willed woman unafraid of any- 
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thing, While in the isles, she can'L be lunched hy any 3'nrged 
weapon, anti her eyes, have the power to charm any malt 1 who 
looks into them, Still, she's friendly enough mini pushed. She 
usually watches over the herds, but she can also he found al 
the Sunswalch after finishing her duties for the day. 


bringing life to others, He also doesn't infuse his proxies with 
any special energy or abilities, which means ihnl few bloods 
want to serve him. However, Diiinceehi's son Clan (Px/df 
Imrn&n/P I h/LG) works for his father's interests anyway. 


DI A NCE CH + 

Intermediate Power, "Physician of the Gods" 

1 Medicine, healing 

LG U'.M : Any good, heaters 

v n , Leaf 

I ■ Outlands/Tir na Og |wanders) 

Dianeeeht Lite healer is, some might say, a hit barmy. He's 
devoted his life in medicine, and he travels throughout Tima 
Dg hmd tiie rest of the Outer Planes) to practice his craft. He 
can't even fig in without healing his enemies afterward. 
"Ctnirse, berks who Try to put him iri Tile dead-book find that 
just because he believes in healmg doesn't mean he can't 
swing a staff with the best of 'em, Dianeeeht won't hesitate 
to defend liimscl l‘ 

. ... 

The Celtic Powers 


Araw ii 

1 ntertnrilioie 

Life, dealh 

Bel cults 

Intermediate 

Sim, light, heat 

Rrigantia 

Intermediate 

Rivers, livestock 

tkighdJu 

G renter 

WcatluT, crops 

l>j;m.mtii 

Inter mediate 

Medicimy liealiug 

DmtoEis 

Lesser 

Mintntuhis, peaks 

Gnihbniu 

Intermediate' 

Smithing, lulling 

l.ugh 

Ini armed i-nc 

ExcclIcncL' 

Manimnan mac Ur 

Intermediate 

Dcf.itis, sea creatures 

Math Mathbnwy 

■Intermediate 

Mugic 

Morn gun 

Intermediate 

Buttle, wnr 

Nutria 

U reater 

War, warriors 

Oghmu 

I n termed ini c 

Speech, writing 

Silvauus 

Greater 

Nature, fureSTs, druids 





Good thing, loo — lie’s obsessed with being The he si 
healer in the multi verse, and it gets him into hitter disputes 
with other powers, must notably Apollo, Mishakal ofKrynri. 
and Pel or of Op nth, Pact is, Dianeeeht even slew bis own son 
Miaeh in a fit of Jealousy, afraid the hoy'd grow to be a bel¬ 
ter healer than his lather. Still, Dinncrcht seeks only the best 
for the greatest number, and he'll put himself in severe dan¬ 
ger To firing life 1o others, 

Sadly, Dianeeeht and Arrr.vn don't always see eye to eye 
on what makes a body dead, and they've nurtured u rivalry 
over [fie mi lien nisi. Dianeeeht can't bring a Celtic follower back 
from [fie dead without Aruwn'.s permission, but he can snatch 
back a sod who hasn't yet completed the journey to Attfiwn. 

Because he constantly travels 3 ir na Off and other lands, 
Dianeeeht has no realm of his own. He draws strength by 



DU N A + IS 

Lesser Power, "The Far Seeing" 

Mountains, peaks 
Vi N W A1 N 

Red sun-capped mountain 
i!' Outlands/Tir na Og {the Pinnacle) 

Dun at is, one of the minor powers of the pantheon, lives on a 
vast mountain on the fringe oFTir na Og. Cham is he’s proba¬ 
bly the most approachable of the Celtic deities. After all, there's 
not much call for a god of mountains (except, perhaps, among 
climbers), and Dunalis likes to spread his word himself. He 
even claims to have created the infinite Spire al the center of 
the Out lands, and he is revered by some of the rilmani that live 
there, Dunatis appears us u normal rutter, but an aura of divine 
power clings to him no matter how much he tries to mask it. 

His realm, known as the Pinnacle, is a single mountain, 
though the terrain varies considerably all over tile surface, 
from nearly flat to sheer, sleep rock. Trees cover its slopes, 
and wild animals gambol, not caring a whit about humans. 

Essylt y'Marc'li |Pk/V half-elf/Rh/N] is the proxy who's 
most likely in get involved with visitors to the Pinnacle, Site 
can't fall from any surface in the realm unless she wants to, 
and even then she doesn't take damage from 1 he tumble. Us¬ 
sy l r is raven-haired and green-eyed, bui a sharpness about 
her lace makes her seem feral and unfriendly, She strives to 
dispel that image. 


G©IBHNIU 

tHcrmcdhiic Power, "The Blacksmith of the Gods” 


Smithing, healing 
NG Any neutral 

Anvil 


Dui lands/ fir na Og (the Great Smithy) 


Goibliniu is otic of the finest smiths in creation, forging 
weapons ami armor that're rivalled by few and bested by 
none, lie's, one of the high-ups of his craft, anti iris said that 
nothing be forges will ever break, or miss its mark, 

Though Goibhniu does not forge weapons for any smi 
less than an intermediate power, he’s been known to create 
amulets for bis favored among the mortals - amulets that re¬ 
lied spells back on their casters. Each amulet's good against 
only one specific spell but can be used over and over until ll 
finally shatters from the strain of bouncing magic. ’Course, if 
a greedy berk tries to don more than one amulet at a time, he 
finds thTit both shatter instantly. 

The entrance to Goibhniu s realm, the Great Smithy, sits 
al tile base of an exposed bill, its ruddy light casting out over 
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Tir na Og. The thunder of hammers from his ease never 
ceases, whether the noise issues from the power himself nr 
from the army of smiths under his tutelage. The realm ex¬ 
tends deeper into the lull than is readily apparent from the 
outside and holds vast veins of raw ore used by ihe smiths. 

Golbhniu and Hephaestus fof the (.1 reeks) compare notes 
and skills, each seeking to further the excellence nf their 
craft. Though I hey could be rivals,, their devotion to smithing 
is unflagging. However, the Japanese power Ama-Tsu-Mara 
is said to be jealous of Ooibhniu's skills, and the two of i hem 
constantly strive to outdo the other, 

Goihhntu’s two proxies are Lochia [Pxfd elf/F2G/NG) 
and Creidhne [Pxfd dwarf/FlG/NG), two bloods who were re¬ 
ally near-powers in their own right. Hut they gave their en¬ 
ergy to Golbhniu, and now they serve him as proxies. Fhey 
used to be pan of a triad (a nod to the Rule of Threes}, bul sac¬ 
rificed (heir strength eo their companion in order to elevate 
him. They hope that in raising Goibtiniu, they’ll rise with him. 

LUGH 

lute mi cdituc Power, "77if Lout) Hand* 

Arts, crafts, travel, commerce, homes, war 
I CN Any neutral 

> ’ n. u tight-pointed star 

Oullands/Tir na Og {wanders) 

Like his brother Diancechi, Lugh travels constantly, seeking 
new knowledge and new experiences. Here's the dark or it: 
Lugh looks for excellence and finds it in everything lie does. 
Some of his faithful claim that when he finally finds an ac¬ 
tion he can’t perform, he'll settle down. 

Sill], not all uf his skills rival those of other high-ups. 
lie engages in arts, commerce, and travel fairly regularly, 
and while not above a little bobbing and peeling, he's al¬ 
ready proven that the cross-trade holds no secrets from him. 
Lugh wants more, so he keeps moving. He's known to lie a 
great wooer of the ladies, finding love even in scrapes 
[though he's sometimes marked us a companion lo Rosmerlu, 
an otherwise unknown goddess of wealth). 

Fact is, I .ugh spends hardly any time at all in Tir na Og, 
having explored it to his heart’s content long ago. He returns 
only when he wants the company of his fellow Celts; when 
he visits, his case is ihe home or whatever goddess will take 
him in for the night. 

Lugh's constant traveling companion is a cutter be calls 
Samholdanach (Px/tJ human/Willi/CNI, a wild mage who, 
chant is, lcaches Lugh something of Ihe order behind L’he 
chaos of magic. 'Course, this is probably only so much 
barmy talk; why would a god need to leann anything from a 
mortal? In any ease, Samholdanach lias been granted the 
power of the radiant Face. When lie wishes it. Iris face emits 
such terrible beauty that no mortals can look upon it unless 
they successfully save versus spell (with a penalty of -4). 
Any sod who fails the save is effectively blinded until mov¬ 
ing out of Sumhohbmaeh's presence. 


3.ugh used tn have another well-known proxy: an an¬ 
drogynous culler named lee (Fl/0 tiefling/T10/N). but the 
tie fling was dismissed for falling down on the job, [.ugh 
won'i provide any details on the circumstances of Ice's Fail¬ 
ure, and his priests always change ihe subject whenever ihe 
tic fling’s name comes up. (For non* information on lee, see 
"Mumble Proxies on ihe Planes." in the chapter on proxies.) 

IT1ANANNAN mAC LI R 

hiimm'diittr Pouwr, "Lord of site Capes" 

• Oceans, sea creatures 
A LN V'-'M : Any neutral 

A sly I feed fish 

» Outlands/Ttr fn Thuinn 

As ihe sole power In Tir fo Thuinn, Man an nan mac Ur is a 
god to be reckoned with. His undersea realm is full of peti¬ 
tioners who go about (heir daily lives much like air-breathers 
- with both obvious and subtle differences, For example, 
they herd fish in SI cad of c tulle nr sheep, bin a body also 
needs to know that they're callous when El comes tu travelers 
who FelII on hard times. Tir fo Thuinn’s not far from Hr na 
Og, but it's not truly pan of the rolling realm, Petilioners 
froni the l and of Youih can’t breathe Ihe water in mac Lie's 
realm, and they die there just as permanently as if they'd left 
the Celtic dominion entirely. 

Fact is, without mac fir's say-so, nobody breathes the 
waters uf Tir fo Thuinn. Sure, he might gram the ability to 
travel in his realm to a sod who asks nicely, bul he'll take il 
hack if he thinks it’s being abused. He also has absolute con¬ 
trol over spells and magical items that allow water-breath¬ 
ing, and he doesn’t mind, shutting them down, either 

Truth is. it’s worth staying on mac Lir’s good side. Tir Fo 
Thuinn is truly a beautiful realm. Strewn with shells and 
gleaming with aquamarine and turquoise, there's no part oF 
the plarc that doesn't open up lo a stunning undersea vista. 
Thant is Miiiummin nine Ur keeps strange monsters in eerie 
grottos to use as mounts; some say the creatures are his chil¬ 
dren, Wh ei lever's down I here, the caves are dark Eirid gloomy, 
and the currents slam a body imo the rough walls if be ain’t 
careful. But no one’s seen any mounts Tor a good long time, 
and it’s thought they’re just rumor and myth - but wise 
bloods know that within every myih is an element of truth. 
Despite the Fact that they’re two scei gods from rival 
pantheons, nine Lir and Poseidon are moving toward rela¬ 
tions that're less strained. They're taut close cutters yet, hut 
they’ve agreed to set aside their differences. Is one of them 
plotting treachery? Who knows? 3iu( berk.x who worship Po¬ 
seidon \J better swim with care in Tir fo Thuinn, jusl in case. 

Mac Ur’s two main proxies are Barin [PxM ticlling/ 
F5/LN) and REirr-Finrl (Px/o hatf-orc/Bl l/LM), Hurl it’s a [id¬ 
ling whose skin is dappled like a zebra fish, ami Ills job Is to 
swim about the realm and instruct visitors who'vr lost their 
way. He has Ihe limited power to revoke mac Lir’s water- 
breathing gift, hut only from those who’ve offended him or 
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his sense of duty- Harr Find is tin incredibly ugly hall-ore 
with a singing voice that's made Oghma himself feel a 
twinge of jealousy - chain is the patron of bards wants to 
lure the proxy away from mac Lir. With a single twitch of a 
Inr]rj> siring, Barr-Find can shauer weapons raised against 
him and summon undersea creatures id do his bidding, 

mA + H mA + H©NWY 

Intermediate Power, " 7 he Miser of So retry 

Magic 

U NL Any neutral 

The staff 

l Gehenna/Khalas/CDrrtegravc 

Some gods of magic arc generous with their wondrous gift, 
spreading it to bloods all over the planes, hoping they'll 
teach the art in turn and make every berk a spells]inger. Not 
Math Mathonwy. 

Hc is, like Dlancecht, fiercely possessive of his skills. 
Unlike the god of medicine, though, Machonwy uses his abil¬ 
ities Freely only for himself anti his family* withholding his 
touch From others. Rut he’s fascinated by any new type of 
magic and might he persuaded to part with some of his se¬ 
crets in exchange For a truly new spell. 

His realm is called Courriegravu, It's on the First Mount of 
Gehenna, nestled under an overhang of pure obsidian. Lava 
freshets pour over the ledge occasionally; a traveler to Qir- 
riegrave must keep careful watch when entering and leaving 
the realm to avoid a shower of lava, 

A cutler who ducks, ihe magma must then travel along a 
long tunnel. Eventually, he’ll reach Corrieton, an ancient city 
that seems open to the air above. A high castle si is atop a 
misted h i I lock overlooking the burg, and Mathunwy sits 
within* his feet always in the lap of a beautiful maiden. Hut 
Corriegrave is free of Gehenna's usual volcanoes* lava, and 
steam. Fact is, a visitor might rhmk he'd stepped through to 
another plane. 

The realm's air is gray and charged, as though awaiting 
an impending explosion. Anyone versed in magic can recog¬ 
nise the Feel ing as i he essence of magical energy. 'Course, the 
essence is clearly marked as the property of Math Muihonwy; 
any berk who tries to use magic in the realm draws the im¬ 
mediate wrath of the god himself, 

In keeping with his stingy nature, Mathonwy doesn't 
dole out any of his power to proxies, Anyone who wants to 
be a proxy can petition the god, but chances are the poor 
snd'il be turned into a beast for his irouble. 


This powers full name is Morrigu Morrigan, but many folks 
call her “the Morrigan” [much like they do the Haghdha, 
though in her case iL r s not so much respect as fear}. She takes 
the form of a shapely young woman, though she has a 
hideous crone's face and is given to fits of maniacal laughter. 
She’s deeply and keenly interested in battle, and she has 
even been heard to call the Daghdha el coward for daring to 
make peace with other pantheons, The Morrigati is vicious 
arid cruel, and chant says any of her worshipers who flee a 
hatlle fall dead on I he spot. 

Her realm is called the Bloody Field, ami it's far too 
much like Ysgard lor the comfort of many of the petitioners 
□i "fir ua Og. Sods who aren't warlike steer clear. But for 
hashers with battle in their spirits, the Bloody Field's a great 
place. The Murrigan's petitioners can fight and fight, every 
single wound regenera(irig come noontime. II" they die, they 
come hack to life. 

The same doesn't apply to visitors; drey gn straight tu 
the dead-honk and stay there. What's more, any berk who 
doesn't have el warrior’s heart [in other words, anyone who 
doesn't fight for the sheer pleasure of battle) suffers damage 
thru takes neks' as long to heal if they Lake part in the Bloody 
Field's carnage. 

The realm has no towns or buildings, just a bundle of 
caves [the Caverns of Woe) that're more often used as an ex¬ 
tension of the battleground. A canny traveler knows in find 
a few trustworthy bashers and have 'em guard his hack while 
he sleeps. "Course, it ain't considered sporting to kill a berk 
while he doies, hut that doesn't stop the Field's more hi on fi - 
thirty petitioners. 

The four proxies of the Morrtgan are the warriur-tjueetis 
iVtEicha, Fen, Neman, and Badb (ail Fx/? human/F 16/CEL 
Some Celtic scholars think the four are minor powers them¬ 
selves, and their ferocity in battle doesn't give the lie to the 
chant Mtieha can incite violence in men simply by looking 
at them (no saving throw). Fen lias the ability to soften the 
ground beneath a berk's Feel through sheer force of will - 
even solid rnek turns ter mud within a lew minutes, Neman 
ean cause fear at will [as per the spell], with a -1 penalty to 
rhe saving throw. And finally, Badb celh assume the form of 
a raven and command all carrion birds near a battle Ire I d- 
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N U ADA 

Warrior's Friend. Si leer Hand" 


War, warriors 

N M Warriors 

Silver hand on black Held 
Outlands/Tii na Og [Mag Tuireadh) 
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Intermediate Power, "Queen of Gliosis - 

■ Battle, war 

\L CL V\ M Any evil 

A sword hilt 

Ouilands^Tir na £Jg (the Bluody Field I 


Long, long Etgo, when (lieTuatha He Danann were si ill strug¬ 
gling to establish a foothold in (he hearts and minds of their 
followers, Nuada led the charge against those who'd tried to 
dethrone the new gods - most notably, the powers of the 
giant-kin. In the battle, one of his fortiori an foes struck off 
Nuada's right hand!, and the budding deity was forced to re- 
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treat from the field of combat. The beater Diancecht fash¬ 
ioned Nuada a hand of silver, stronger and heller than his 
old one. With the aid of this hand, Nuada drove the firholgs 
and I'unmrians From Hie lands coveted by the Cells, 

Now Nuada rules over Mag Tuireadh, also called the 
Plain of Pillars a vast, Hat realm dotted with standing 
stones and menhirs of incredible height. Chart is the pillars 
are actually the guardians of ihe realm, each containing the 
spirit of tine of Nuada's warriors. If true, the guardians take 
their duties seriously. The menhirs roll to menacing life 
whenever marauding creatures enter Mug TuEfeadh* They can 
move (wire as fast as a human can walk (a movement rate of 
24), plowing furrows through the ground and falling on (he 
offending berks. The stones might just be activated by 
Nuada's Will; no one really knows the dark of it. 

The Plain of Pillars is usually covered by a thin tnisi 
that dings without being uncomfortable, obscuring vision 
beyond a few hundred feet. The grass underfoot is clean and 
green, growing up to about shin-height, 

hi the center of the realm lies a low, rumbling hath and 
in the central room of the hall rests a stone upon which only 
Nuada or his rightful heir may sit. fim though he"s searched 
long and hard, Nuada just can't Pnd a worthy successor. And 
he really does want to - he feels he’ll move on to the next 
stage of existence as soon as ,111 heir assumes (he duties of 
his portfolio. 

He might be right, too, Nuada certainly draws plenty of 
strength from bis petitioners. Truth is, his essence so perme¬ 
ates tile realm that every worthy pel dinner merges with the 
power immediately, Those who aren't worthy wander out of 
Mag Tuireadh, never to return. 

Nuada has no proxies, and it’s dark as 10 whiit allies nr en¬ 
emies he’s made among (fie other powers — except for Ids well- 
known aversion lo the giant-kin. If n berk with giantisit blood 
enters the land, the menhirs converge tor Nuada T s vengeance. 

©GHfTIA 

Intermediate Poirrr, "The Hinder ** 

Speech, writing 

NG V’. Ai Any good 

A Celtic chalice 

OutJimdsfTir nu. Og (House of Knowledge] 

Dghnui, patron of the arts and the best wrestler of the Celtic 
powers, usually appears as an old, bearded man. His primary 
interests are in music and the bardic arts, and the gathering 
and keeping of knowledge. Love of secrets keeps him [ravel¬ 
ing, and a body (iruls him in his Tir na Og realm, the House 
of Knowledge, only about six months out of every year. 
Despite iU mime, die House of Knowledge is an outdoor 
laud ot ancient oaks and dear blue pools, of nights where 
dancing constellations of burning stars Jill the sky and (he 
music of harps echoes through the lonely wood, IPs said that 
Gghma keeps three magical springs scattered throughout the 
woods (reflecting the Rule of Threes). Hie springs change loca¬ 


tion al the god's whim, bui the chant is lhai nil have (he power 
to heal any physical damage and leech any poison out of a 
body. 

That's not a Li. The Spring of Knowledge (the first of the 
three) also lets a mage memorize two additional spells from 
his spell book; other hashers gain an answer lo their most 
pressing question. The Fool of Music (the second of the three) 
lets a hard cast a sutfgestion spell the next time he plays for 
an audience [no saving throw). And the Spring of Poetry (the 
third ot the three) gives anyone the gift oF longues for two 
days after drinking from the pool, 

Oghma's cal led “(he hinder’' because he lias the ability 
to see a creature’s true name. What’s more, he can force 
fiends into a prison of his own choosing until lie decides rn 
release them, He's incurred the wrath of Druaga for this, and 
Lite Lords of the Niue arc said lo he particularly displeased 
with him, hut Gghma has little fear of such vile foes, 

The power also maintains a portfolio on the prime-ma¬ 
terial world uf Toril, where he's taken tin an entirely differ¬ 
ent status, Fial Calibre [l*x/cf human/B17/NG), said to be 
Gghma’s son, visits that world occasionally, though lie sticks 
mainly to the planes. He's a bard of exceptional prowess; hi-, 
silver tongue has charmed many, and his songs can quiet 
anyone who hears them. Fact is, Hal's harping 
can cause the dead to rise to life 
and the living to fall dead, 

Aruwn, apparently, 
doesn't mind, for Fial 
keeps the balance equal. 

SI IVAN US 

Greater Power, "The l.aiuj-! nfijal" 

Nature, forests, druids 
N I Forest dwellers 

Summer ouk 

Outlands/Tlr ua t)g (Sum me rook} 

In ihe deepest reaches of Tir na 0g t the vegetation grows 
thick and feral, the canopy uf leaves overhead so dense that 
li seems all light must surely be blotted out. Here grow the 
greatest of all trees, and here -• in ihe realm called Sum- 
mcraak — the power Silvarius makes his home, 

Silva nils doesn't seem to have any allies or enemies. He 
cares only for the balance of nature, and the maneuvers of 
gods and mortals alike hold no fascination for him. This wins 
a lot of druids, especially, to his side: they similarly place na¬ 
ture above everything else (even their own lives). 

Speaking of druids, the Hierophant (Px/9 half-c|l/D20/ 
N) roams the woods of Tir na Og, seeking those who might 
appreciate the wild beauty of Sumnicroak. She's fanatical in 
her devotion to nature and the forest god, and her eyes 
gleam when she speaks of her passion - which seems to he 
most of the time. In addition lo her druidic powers, the (h 
emphant's been grained the ability to transform herself into 
any kind of tree or hcasi she’s seen in her dcity’s realm. 
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The ripple of stone in the torchlight, Ihe gllitcr of gold in the sun, the strength of a well-worn axe, and 
the foam of a good ale - these are the jewels of dwarvish life, and their deities see to it that their wor¬ 
shipers gee only the bcsi. l ong hefmc humans dared ihe mountains, chant is the dwarves already Jived 
there, mining their tunnels and seeking their gold. Forged from the strength of a dwarvish arm and ihe 
spark of racial on stone, the race's gods hold a piece of this anlitjuity within I hem selves. 

The dark of it's that the dwarvish pan- 
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clieon sprang front (he soil itself, though 
whether the powers created the dwarves or the 
people created the gods is sLiJ] up in the air. Ilie 
point is that these are deities of stone and 
earth, seemingly hewn From ihe very heart of the living rock, and 
they're as tough a hunch as a body can lind just about anywhere. 

Mu rad in was the tirsi to arise. At his Stmt Forge he hammered 
out the spirits of the first of the dwarf folk and set them loose on an 
unsuspecting Prime, As (he race grew and blossomed, the 
other powers of the pantheon either sprang Into exis¬ 
tence or simply made themselves 
known (depending on a body's 
take on it), and began guiding die 
dwarves through lheir lives. 

Still, the early days weren’t with¬ 
out their share of conflict. Some of the 
dwarves succumbed to the lain! of evil, and their 
good brethren drove lhem away, sending them howling and barmy 
onto the Lower Planes. Diinkarazan, in particular, has had a bad few 
eons of it; as prisoner of the ill it bid god Tlsrnsine, 


he's I rapped in a rocky l hrone in the Abyss. 

Even today, the dwarves face trouble. Some 


— A tn$&us + «P DWARF PF + I + I0NFR scholars even el aim that the whole race is on its 

IN FRACKIN0R way out, just because the dwarves are dying off 

in a few places. But a piece ain’t the whole, In most corners of the planes, 
the dwarves are just as slrong as ever [and, some say, just as addle-covcd, too). 
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Mortal dwarves have always stood for steadfastness, for strength in times of trouble, for unwavering de¬ 
votion even in the face of overwhelming odds. Is ii any wonder, I hen, that llieir gods siand for (he same? 
Dwarvish powers are a Lough lot, pushing their charges to forge a personal paili in life, t hough ihe pan¬ 
theon leans toward law and order [due more to the strong hand of Mo-rad in then anything else), the gods 
ward (heir worshipers lo learn how ihose ideals apply prj'joppfJy to each member nflhe race. 

The dwarvish powers are bloods of lire and metal, spirit and stone. Firm and unyielding, they ex¬ 
pect their followers to be the same. Sure, mercy and kindness are import am. but not as important as the 
unwavering eornmiiment in right wrongs and eradjeaie evil. Though grounded lei Mount Celestia, the 
pantheon is scattered across the planes, from Ysgard to Arcadia, from the Out lands to the Gray Waste. 
Despise ibis, their beliefs aren't all that different. Sages pus forth that their spread is a representation of 
ihe dwarves' spirit of expansion, an indicator of where ihey'd like to go: everywhere, 


♦ T H £ WORSHIPERS ♦ 

Most followers of the pantheon are, naturally, dwarves, though it's well known iliai some humans and 
eanh genasi find common cause with Ihe dwarvish gods - at tea.si enough to offer iheir dcvoilon to the 
powers. A few such bashersVe even become priests of the dwarvish powers, with spells and abilities that 
only a true priest could have. Some dwarves find this mighty offensive, but most just figure that if ihe 
gods allow it, il can't be against the dwarvish spirit, can ii? 
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Dwarves believe in living life to its fullest. 'Course, lltuL 
ful] life entails making discoveries, seeking [lie company of 
other dwarves, forging faithful weapons that stand the test of 
lime, and launching campaigns against evil, They aren't really 
adventurers so much as slow expanders, increasing the range 
of Lite race (and incidentalty, the causes of law and good] he a 
slow crawl. Fact is, the dwarves're said to be one of the corner¬ 
stones of goodness oil i he- Prime Material Plane, Be that as it 
may, they’ve developed a reputation for surly gruffness. After 
all, the earth is unyielding ns well ns strong, and dwarves can 
he fiercely isolationist and nearly unapproachable. 

♦ THE DWARVISH P® WE RS ♦ 

All the powers of the pantheon, whether good or evil, look 10 
Moradin as their leader. Though they may not agree with his 
policies, they recognize his abilities, both physical and spiri¬ 
tual. Any berk who disagrees does so in private - Eire wicked 
derro and duergar gods revile Moradin, but only from the 
safety of their underground realms. Even Abbathor trusts the 
All-Father with the guidance of the pantheon; the gud of 
greed's not foolish enough to turn sing on his kin. 

This ain’t tu say that the other powers don't have agen¬ 
das of their own. It's just that when Moradin catches them in 
something he doesn't like, they've got some fast talking to do 
though they usually end up punished, anyway. Thus it is 
ill at they’re often a little more circumspect when pursuing 
their own goals. 

For the most part, the dwarvish powers’re much like 
their charges. They don't havr much in do with other pan¬ 
theons, even though they 1 re cordial to some (like the gnomes 
and the Norsejl and hostile to others (like the ores and the 
goblins). Most folks ill the multi verse just leave the dwarves 
alone, and those that don't find they've picked up enemies 
for eternity. 

m 0 ft A D I H 

Greater Power, “77 te Aft-Father, Soul Forger" 

Creal ion. smithing 
AL: LG Y\ AL: LG 

i Hammer and anvil 

M nu j l L Cel csl i a/Sol an ia / E rack i nor 

As the only greater power of the pantheon, Mora din's the 
most respected and worshiped dwarvish iIcily across the 
Prime and the Outer Planes. It's lo his credit that the dwarves 
are as populous as they are and to his hi a me that they're as 
gruff and stubborn as they are. 

Mora din’s known as a very physical and forceful power 
strength Incarnate, even - and chant is lie doesn't have much 
in his brain-box. That’s barmy talk, Moradin is supremely 
crafty; he j use doesn't let that side be seen too often. Fact is, he 
often likes m Fool others into thinking he's soft in the head, 
and [hen trip the berks up once they drop their guard. 


Moradin shares his realm, Erackinor* with Bcrronar 
Trues Liver - Ills wife and his love. They dwell in the deep 
tunnels of a huge mountain in Salaniu, the fourth layer of 
Mount Celeslia. A site of darkness and secrets, the realm is 
truly a place of joy for any dwarf or mirier. The worthy and 
diligent try (o dig up the dark of 3: tack in or, truths known 
only to Moradin and Beimnar. 

All of the realm's burgs Ml- within the mountain, as ah 
true dwarven villages should. There, dwarves can live with¬ 
out fear of goblin raids or monsters from ihe earthen depths, 
and they rhriil to the discovery of new veins of ore and gems 
sparkling in the torchlight. 

Most importantly, though, Erackinor’s home to the 
gleaming Soul Forge, where Moradin tempers ihe spirit of 
the dwarf race. Watchful petitioners keep the forge free of 
dust and soot, and chant is it’s a gate that opens into every 
single dwarven realm - though only Moradin knows how to 
send a soil through, Arty dwarf who doesn't make himself 
useful might end up in one of these other realms. 'Course, 
any ol her berk who's uoi careful might Hod himself pounded 
into the shape of a dwarf instead, twisting and squirming be¬ 
neath MuraditLs great hammer. 

The A11-Fat her has a wandering proxy, a scarred blood 
called Telkandir SI run gl hew (Px/rf human/P 13/LG]. Many of 
ihe faithful are curious about the choice, mainly because 
Slrcmgthew's not a dwarf. But the culler made his mark light¬ 
ing in the endless wars of Ache run, and now he wanders the 
Great Ring, spreading Moradin's will and enforcing the divine 
edicts on any dwarf he sees. He's quick lo anger and mighty 
proficient with his axe. However, his most fearsome power is 
his ability to send any dwarf who's too stubborn La listen 
straight into the presence ol" Momdin's avatar, who's a quick 
|anti harsh) Judge of dwarvish character. 

ABBA+H0R 

hUvnnnliute Pou rr, “Trove-Lard " 

\"t Greed 

\l MR AVAL Any evil 

m Jewelled dagger 

11n\ii Gray Waste/Oinns/the GlittcrhelL 

As the god of greed, Abbathor’s thought to represent the 
worst in the dwarvish character. Instead of working fur the 
common goad, he sacrifices all For his own lust for treasure, 
not caring whom be bobs or betrays along the way 

What’s truly odd is that the other powers of the 
dwarvish pantheon don't hate Abbathor as they do their en¬ 
emies. He may be everything that the dwarvish gods teach 
their followers to avoid, hut he's still a dwarf, and he fights 
with the pantheon when it’s pressed by foes from outside. 
Maybe Abbathor can't be trusted with jink or power, hui lie’s 
still a valued member of the group. 

Some dwarves claim that’s why their kind is often con¬ 
sidered lo be Inherently grab by the gods themselves accept 
the epitome of greed as one of their own! But there’s a vasl 
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gujr belwtren acceptance and devotion. Mom dwarves slum 
Abbatfcujr’it teachings. hoping to gain their treasure through 
hard work and good ini l h. 

Abba i heir's realm is a deep cavern known as l he GI liter- 
hell, and it’s one of ibc Tew colorful spots on the Gray Waste, 
[e shines like a gleam of burnished gold in its ashen sur¬ 
roundings, drawing travelers and treasure seekers alike. Bui 
woe io the sod who doesn't know the way in; die realm has 
enough false entrances to write him into die dead-hook be¬ 
fore he knows it 

Inside, the realm’s divided into several parts. First off of 
course, is Abbatlior’s Hall, where i hr 1 god jealously guards 
his treasure and everything tie’s accumulated over the mil¬ 
lennia. Arid he’s got a bundle. Chant is anyone who brings 
jink into the lilitterhell draws the immediate attention of All- 
hath or. Truth is, the power sees every bit of money in his 
realm as rightfully his, and any fool who holds out deserves 
to he scragged and punished. 

The second pari of the realm is ihe Mines, from which 
Ahhathofs petitioners [some call ’em “slaves' 1 ) draw forth ore 
and gems for their deity. The third section is the Village, 
where [fie berks ah stay wlten they’re not serving ihe whim 
of their god. 

The tunnels of the Glitterhell extend far hack into the 
rocky hills of Ginns, and in's whispered that creatures from 
the wasting plain outside occasionally sneak into the caves 
to steal whatever Abba Ell or hides there, 

Unlike some powers, who hoard their abilities and keep 
no proxies, Abbathor maintains far more than the average. 
He figures I ha I if he’s got plenty of cutters doing his job for 
him. he can concentrate on acquiring the ready big treasures. 
Currently, his favorite agents outside the Glitterhell are the 
surly twins Gin [P x}6 dwarf/TIG/NEj and Main [Px/9 dwarf/ 
Rockchild. 

Gin has the power to lade into shadow at will, taking his 
treasure with him. Mom received the gill of spellcasting, 
making her doubly unique among the dwarves of the cos¬ 
mos, Both bloods iire sly and angry, and they wun’1 hesitate 
lo slab a berk in the back. Fact is, they've developed a system 
of bobbing folks, See, Ihcy acl like ordinary dwarves, win the 
trust of an adventuring party, and then turn stag as soon us 
ihc party gels its hands on a pile of jink. 

BFRR®NAK. TRUCSHVtH 

Intermediate A urn; 

"Mairoii of Home mid Hearth' 

Safety, truth, home, healing 

LG IV M I G 

Two silver rings 

M < m n i Cel est i a/Sol a mi a / li rae ki nor 

As the wife of Moradln, Bcrronar Truest!ver'd seem to be rel¬ 
egated to el secondary position ill Ihe pantheon. Not true. She 
may be called the Matron, but she's not one to take any guff; 
as the goddess of safety and healing (not lo men! ion mar¬ 


riage and partnerships), her dominion extends throughout 
dwarvisli life. 

She guards it well, too - Berronar settles any disagree¬ 
ments among the pantheon without involving her husband. 
Her skills at persuasion are such that she can make two foes 
understand each other and set aside their differences. At 
least, that s usually the case. Her major “failing" was In not 
reaching a compromise with their dark cousins, the derro 
and the duergar. She couldn’t have won them buck, really, 
but she grieves for them nonetheless. 

Berronar is the gentle side of dwarvish nature, merciful and 
generous. Bui any berk who thinks she can be pushed around 
had belter think again, Tike any dwarf, she’s hard-headed and 
practical, and she goes lo almost any extreme to protect her 
charges. Cham is she go! that way because, long ago, the exile 
1 aduguer nicked her intn aiding him by playing on her sympu- 
ihy, Nowadays, Betronar gives jiu quarter to anyone. 

As mentioned previously, she shares ihe realm of Em-k¬ 
in or with Mo rad in. Her influence there is more subtle than 
her husband's, hut just as pervasive. Bcrronar stops the more 
stubborn dwarves from rushing nut io smite imagined evils, 
and keeps Lrackinor a place that any dwarf'd want to reiLirn 
tn after a hard time of it. 

Feel i is, her influence is what makes the realm a place of 
beauty as well as strength. She's ihe one who provides lor 
I lie comforts of the dwarvish spirit, ihc one who gives her 
people the shining edge they need to keep themselves joyful 
in their work. 

Berronar's proxy in Erackinor is Hanna mar Firehome 
(Px/9 dwarftF15/Harmonium/I.GI, a cufter who makes sure 
the rulers nFthe burgs iind the keepers of the mines guard the 
folks there* carefully, Firehome's a thorn in their side, hul 
even though ihcy dread her "safety inspections" [during 
which she always demands ill lea si one change, no matter 
how small], they recognize that she plays el valuable role, The 
proxy can ferrel out any weakness in a building or a person, 
and she does so exhaustively. 

Outside of Lracklnor, Berranar’s proxy Millanda Deep- 
del ver [Fx/5 dwarf/FlO/LGI wanders the Great R ing. Deep- 
del ver has the ability to travel from any mine shaft io an¬ 
other, as long as there's at least one dwarf willingly working 
the new tunnel, She's el bcnuriful dwarf woman, though she 
lost her right arm lo a cave-in long ago. Perhaps it's her re¬ 
fusal to have a new one made that gains her the respect of 
the miners she encounters. 

CLANG£DDIN S l L V € F, B £ A R D 

in fern ted in fc Fun rr, "Fa rh cr of B<i l f le H 

• Battle 

LG • i.G 

Two crossed axes 

A rcadi a / A bell i o/Mou n 1 Cla ngc< Id i n 

Clangcddio, one of the senior deities of the pantheon, is (lie 
warlike embodiment of ihe dwarvish spirit. He lives, breathes, 
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and [in a manner of speaking) dies for battle. He doesn't hold 
with cowardice, poisoning, back-stabbing, or other treachery 
- cutters who follow Clangeddin Salverbeard pledge to fight 
the good fight with htjrujr ami valor. On (he other hand, the 
power's greatest foes are those who pride themselves or win¬ 
ning bailies through ditty tricks or sheer Luck. 

Cijngcddiri is one of the lew powers who simply won't 
negotiate. A body's either with him or against him. Still, it's 
possible to talk him out of pursuing a feud and even to win 
him over — a berk's just got lo learn to speak mure quickly 
than the deity can swing his axe. And that's very fast, indeed. 

The power's realm is called Mount Clanged din, a conical 
mountain rising out of the plains of Abell in (the Jlrsl layer of 
Arcadia). Hut the place is so riddled with passages and traps 


cheerful natures; both are great lovers or song and ale, and 
they consume as much of either as they can. Hut they're 
frightening opponents on the battlefield; chant is Terrin took 
down a batur by herself, and she'll tell any berk in the Abyss 
that she rears no fiend, Thai os is a I it tic more so fi-spoken, 
lull Ibal just makes him all the more eerie. The Iwu proxies 
travel the planes, looking for ski lied folks to help train t lie 
armies of Mount Clangeddin and brave hashers to lead the 
troops onto the Lower Planes. 

0 U G m A N BFUGH-HH AN + Uf 

Lesser Power, “The Gleam in the Eye" 

■ I Scholarship, invention, discovery 


that it's more like a termite hill, Dwarvish einheriar con¬ 
stantly drill in the tunnels, awaiting tfie call to bailie. 
Clangeddin usually sends them to the cubes of Acheron, 
where they once again do battle with their ancieni enemies, 
the go til ins and I lie urcs. Other times, the petitioners head to 
the Lower Planes to take par! in the clashes of the endless 
Blood War, their stirring songs and gleaming axes bringing 
fear and death to (lie hated fiends. 

Most powers wouldn't send their petitioners away to die 
outside the realm. Truth to tel!, neither does Clangeddin. Me 
somehow binds the einheriar to the realm before they leave 
so that, when they fall, their spirits return to merge with him. 
No one's tumbled to how it happens, hut Clangeddin's ihe 
uniy known deity who can make it work, Mis petitioners 
don't even know the truth; they wade courageously into 
combat, fully ready to die far from their beloved realm. 

Interestingly, Mount Clangeddin is open to outsiders, 
and the dwarves there seem to have a relentless desire lo 
show just how formidable they are. The realm's full of dirges, 
armories, and other such places of business, and all of 'em 
produce lop-notch work. 

ClangeddLn's main proxies arc a pair of grim-looking 
and scarred lighters: Thatos Blues pear (Px/<3 dwarf/F 14/LG) 
and Terrin Axe fl ] x/$ dwarf/1-15/LG). Their looks belie their 
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i Oullands/Dwarvish Mountain (Sooi Hall) 

Of all the gods in the dwarvish pantheon, Dugmaren Bright- 
manile has |o he (he most chaotic ami the most open to new 
concepts, lie's a scholar and Inventor, and powers only know 
how much he’s destroyed by fiddling with something he 
ought not to have touched. 

However, Dugmaren is a benign deity. He seeks knowl¬ 
edge for its own sake rather titan for any practical use. Chant 
is he promised his father, Moradin, (hat he'll settle down 
someday and IInd a use fur all the information he’s gathered 
over the eons — but It doesn’t look like that day’s coming 
any time too soon. 

Followers of Duginaren lend to be the scholars and in¬ 
ventors of the dwarves, Moradin may draw smiths and the 
like to his forge, but Dugmaren attracts cutters who want to 
make sunictliing new, not just a variation on a theme. Any 
dwarf can produce a hammer. Only a few Stave the inspira¬ 
tion to turn an idea upside down, and end up with something 
like Ihe Wondrous Spinning Axchcad. 

Don't misunderstand, berk. Just because Dugmaren is 
an inventor, he’s nothing like the tinker gnomes of that 
f] rime-in ale rial world called Krynn, The d war visit 
god’s cheerful, but he’s not frighteningly chirpy. 
He demands much from his faithful, but he re¬ 
winds them with the satisfaction of a job well 
done and the certainty that they have, indeed, 
done it well. 

The power’s home. Soot Hall, is part of the 
triple realm of the Dwarvish Mountain (shared 
with Duma] huiri and VcrgadainK A body won'I 
find any fancy frippery or decorations, only 
libraries for quiet reflection and ruddy work¬ 
shops for furious clattering. And no matter 
what the activity, the hall never sleeps; the pe¬ 
titioners have been granted unending en¬ 
durance to complete their tasks. Some of'em 
pause in between jobs; most leap right to an¬ 
other as the ideas fly into l heir heads. The pace 
in 5-rjot Hall is quick enough tu make a berk drop 
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from exhaustion jusi watching every one run around. There’s 
iiij room tor the lazy or jobless. 

Dugmaren's proxies tend to be scholarly types, frighten¬ 
ingly canny dwarves who just happen lo be good llI several 
tasks. First among these is the smith Wei I an a Tunag |l J x/ ? 
dwarf/l 14/CG), a perl dwarf (hard (a imagine, eh?) with in¬ 
credibly powerful shoulders and quick hands. She can trade 
hammerblows at a forge with the best of’em, and she's at the 
top of the class, when it comes to era fling line detail work. 
Though her hands are calloused and hard, her lingers are so 
steady that she can hold a wire completely still for over m 
hour. 

What's more, though she’s si ill living. Dogma ren’s 
granted her I he same ability he gives to all Ol his petitioners: 
unlimited endurance. Weil ana never needs to sleep, even 
when outside her power's sphere of influence, and she eats 
only rarely. But she chatters at a fast clip, and her eyes burn 
with the light of the truly creative. 
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As the power of mining and exploration, Du mat ho in repre¬ 
sents lhe urge of discovery las opposed lo creation) In the 
dwarvish character, lie’s said to have placed the veins of 
gold and silver that riddle the mountains of the Prime, lead¬ 
ing worlby dwarves 10 them. It's not entirely clear whai 
nukes a basher "worthy," but those who show diligence and 
resourcefulness tend 10 find more streaks of ore - and find 
them more easily ihan do others. 

Obviously, Dilmnlhoin doesn’t sit around and keep tabs 
on every dwarf miner ora the Prime, but he does try bis best 
lo reward those who exemplify the true spirit of rugged ex¬ 
ploration. ’Course, it might just Ire that such dwarves have 
mure native talent or luck, and that's what leads them to the 
right veins. Hut who can say for sure what comes from, the 
power's hand? 

Dumathom's realm is called Deepshaft Hall, and it's the 
third pari of the shared Dwarvish Mountain. Deepshaft Hall 
Is cold and dark, made almost entirely of hewn tunnels and 
rough timbers, with a few areas set aside for eating, sleeping, 
and carousing. ('Course, the best carousing's found up in 
Slrcmgale Hall, Vergadain’s domain.) The slate air makes a 
berk antsy, bui that ain’t the worst of it. See, the realm's sit¬ 
uated right near Ikensinc's Caverns of Thought, so a body 
traveling through the area’d best watch he doesn’t wander 
down the wrong tunnel and end up as one of llsenslne's 
barmy zombies, 

No one really knows the nature of the relationship be¬ 
tween Hum at ho in and the ilhthld deity. It's a fact that the 


two realms intertwine, so it seems likely that lisensing has an 
interest in the dwarvish god's business, but what Du mat ho in 
wants from 1 Isonsinc I if anything) is anybody’s guess. 

Outside of his agents in Deepshaft Hall, Dumaihoin's 
favorite proxy is the sly Chisel hands Renox [Pxj ¥ dwarf/ 
F4/NJ, one ol the best miners on any plane. She lias the 
power to detect any precious metals that lie buried within a 
bundled yards or so, and chant is she knows where all of Du- 
mathoDti’s secret caches are kept. Whether that's true or not, 
it sure makes Chisel hands a choice target for Abba ihor's wily 
schemes, 
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Mutant man Duathal h almost gnome like in his approach to 
life; he's open and friendly, and he's definitely curious about 
what lies beyond the next horizon. As the power and protec¬ 
tor of wanderers (especially those fur from home), of dwarves 
who’vc left the safety of their cities to explore, Mu a roman 
has a keen interest in the doings of the multi verse and what's 
to he fount! there, 

He’s also one of the youngest of the dwarvish pantheon, 
and as such I he other members tolerate what they call his 
"antics." Moradln hopes (hat Mu am man will settle down in a 
few millennia, and gives thanks, at least, that he's not as 
chaotic as Dugin a re n Bright mantle. 

Fittingly, the god of wanderers doesn't really have a 
realm to call his own. lie slops by Nidavellir occasionally to 
check on the dwarves there, hut he doesn’t control the realm 
in any way. Whoever is in charge there (some say it’s Hod 
the Blind, the exiled Norse god of smith craft! simply toler¬ 
ates Mu am man's infrequent comings and his more frequent 
goings. 

Here's ihe dark of it; Muamman jusi doesn't give a toss 
about having a realm. He's mure than welcome to Stay ill 
Dugmaren Bright mantle’s Soot Hall, and when he's not 
there, well, he just goes anywhere he pleases. 

His proxies arc like-minded. Bilik Lllis (Px/tJ dwarf/F'9/ 
NG] can be found anywhere on the Outlands or the Lower 
Planes, spreading the word of his god to those who've 
slipped from the path and offering solace to those who've 
called on the power for aid. El Ilk can home in on any dwarf 
who calls out Mu am man’s name, and he aulomatically 
knows the quickest ptilh to reach ihe sud In [rouble. 

Miluul mart's second proxy is — of all things - a bearded 
tiefling called Travel in" Jick (Px/d tirTling/TB/NG), who's 
been given the ahilily to shool lightning frum his hands and 
eyes ai will. See, the deity’s known as the god of wanderers, 
hut he has an oilier aspect as Ihe dwarvish god ol'lightning. 
Jick eun use ihe boks to heal (curing I tie points of damage) 
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or harm (causing idfi points of damage, save versus spell for 
hall]. He’s a good basher Lu know, but his lilerally slony litcc 
and silent nature make ii hard to gel too dose. 

VCRGADAIN 

fatcnnt'dkitc Power, "The Merchant king” 
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good at her job. She knows, to the copper, ibe amount that's 
supposed lu be in the treasury, and she can track a missing 
coin across the Outlands. 

The third proxy is F.lten Strong fingers jP>:/' 5 dwarf/F9/ 
N|, the guardian of merchants. He's sent on missions lu pru- 
lert dwarf traders en route to the Dwarvish Mountain, and 
sometimes Lo escort them to their next destinations. Ellen 
can see equally well In blinding light or total darkness, and 
he can hear the difference between a sliding stone and a 
stealthy footfall. As a guide, he's one of the best. 


Vergadain is the good side of the dwarvish lust for acquisi¬ 
tion. He doesn't WSril valuables just to have them: bespreads 
i be jink around and keeps it from the hands of the dwarves' 
enemies. Vcrgadam admires the beauty of craftsmanship and 
doesn't grab greedily for anything ihm crosses his path. In 
short, he's h collector, mn-t an avaricious lliief. 

'Course, his sphere of influence includes those who 
make their living on the darker side of the law, but that 
doesn't mean they're cold or cruel. They're peelers with good 
hearts, usually, or tricksters who delight in practicing the 
cross-trade on berks who look down on dwarves. Whatever 
they are. they usually aren't malicious. 

Vcrgadain's a good soul, as far as powers go, a jack-of- 
all-trades and a witty scoundrel. His realm — the boisterous 
Strongale Hah in Dwarvish Mountain - reflects I his. It's a 
place of gambling and free-ft owing bub, where jink always 
rides on a throw of the dice and a berk can stake anything 
lie's got to bet with-The games never enrl, though it's a mark 
of respect If a dwarf petitioner gambles with the same 
outsider more than once. Cheaters, naturally, ain't 
looked on too kindly - they spit in Vergadain's 
eye, and right in his own realm! They 11 get 
themselves lost If they don’t 
play fair. 



Following the Rule of Threes, Ver- 
gariain has three proxies of note. The first is 
LzuIl Cleari'acct (Px// einheriar/HD 3 5/N), who looks like a 
scarred dwarf bruiser bill speaks with a slight, wheezy voice, 
fie watches over the tables and the drink: if a berk tries to 
cheat, Lzuli scrags hint — the proxy eim peer into minds and 
smell cross-traders from across the hall. 

The second proxy is Alba HorTuicb |Px/$ dwarf/T4/M] t 
a domineering wench who controls the treasury of Ver- 
gadain. The blood's no fun to be nround, but site's sodding 


♦ THE DUERGAR P0WER ♦ 

The duergar are the gloomiest of rite dwarves, driven deep 
underground (at least in their mythology) lay the dictates of 
their power, Laduguer. It seems be saw the other dwarves as 
lazy good-for-nothings and sought to remove his people 
From their influence. Today ihe duergar tire drab and emaci¬ 
ated, a race almost without joy, reserving their celebrations 
for victories over enemies and for the grim pleasure of an¬ 
other berk's pain. If they have any other recreations, no one 
knows wbul they are,. 

The duergar aren’t trusted by other dwarves and for 
good reason the pasty gray sods are malevolent and evil, 
using poison and pain to work their will. It’s a lucky sod who 
manages to escape their clutches. 

Course, they've got just as much use for jink as the next 
basher, and they'd be fools to turn it away. They're filled 
with hale, but they're not loathe rheads: they make weapons 
and armor, and they sell it to anyone who'll pay their price. 
Fact is, the duergar are some of the finest smiths 
around, They're at least as good as the 
ordinary dwarves. Some customers say 
they're even better, mainly because they're 
not ei lraid lo i ry new techniques, new ways 
of smithing. Sure, the berks Eire rigid, but they’ve 
gol pride in their craft and are always seeking to Improve it 
somehow. 

The duergar god is no better than bis people, and in 
some ways, he's a lot worse. Laduguer embodies the spirit of 
anger and deceit, and while he forces his charges to craft and 
craft well, he does it urtly to show Lhe ulher dwarvish gods 
exactly what they're missing in his absence. 

LADUGUfR 

Inunm’dhite Power, “The Ejrilv" 
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Laduguer claims ibEit he left the dwarvish pantheon of his 
own will, taking a voluntary exile to put himself at a dis¬ 
tance from bis "lazy" brethren. He hriles other dwarves and 
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iheir deities with a passion, amt drives the duergar into early 
graves with the punishing demands of work. laduguer says 
tie's trying to train them in he laugher Mian the average 
dwarf* and il seems to be working - the duergar are tough 
foes and don't lake guiT from outsiders. 

In return for his brutal lordship, the power extends scute 
benefits to his people, lie shows litem how to create magical 
weapons, even though dwarves don't usually use such items, 
and he protects them and their communities when it seems 
like they're being kept clown by other forces. 

His realm's called Hammer grim, a harsh place on the 
second layer of Acheron. It’s a gray land of cheerless loil and 
constant work, and the duergar light harder and harder to 
make their realm profit and grow, 'Course, in the eon fines of 
Acheron, 1 hat's sodding hard work, and it's unlikely they’re 
going to succeed. Chant is dial fad uglier wan is to toughen 
the duergar as much and as fast as possible; ji seems mostly 
like he's trying to exterminate them. (Some whisper that rite 
gud bitterly regrets abandoning the rest of the pantheon and 
lakes it out on his worshipers.) 

Most of Laduguer’s proxies roam the Prime, where they 
try to lead duergar elans to glory, But Hamm erg rim knows 
only one proxy: High Chieftain Rathgar (Px/rf ducrgEtr/F<3/ 
LE|. He's said to be in charge of making sure the realm runs 
smoothly when Laduguer's away, and it's a sure hci that 
Katligar knows ihe dark of ihe place like nm one else. He's 
grim and gloomy, but with an unexpected charity. If a sod 
needs help and doesn't ask for it, chances are Rarhgar'l] give 
him a hand. But the proxy hates berks who whine or plead nr 
complain - such weaklings gel nothing. 


DIINKARAZAN 
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Abyss/SB 6/Frison of the Mad God 

One of only two derro powers, Dimkam/an's been Impris¬ 
oned in the Abyss by the illithid power llsensine for the al 
ieged crime of attempting to steal the mind flayer’s magic, 
DimkarazaiTs brother, Diirinka. escaped - but only by be¬ 
traying his comrade* Now Diinkaruzai) alone screes llscn- 
sinc's sentence: He's trapped in the Abyss, totally insane, un¬ 
able to escape unless a greater power sets liini free. To make 
matters worse, Dlinkarazan has a single day of lucidity once 
every bO years, and on this day he creates an avatar and 
looses ii on the Prime, where ii destroys entire derro villages. 
[Dimkanban feels lie weis betrayed by bis own people.) 

His realm consists of a single rocky throne in which the 
power is trapped, surrounded by rings of flying rocks and 
tormented by illusions of his greatest fears. As far as anyone 
knows, Diinkarazan has no proxies and no worshipers* 



♦ THE DE RR© PSWERS ♦ 

Uduguer may have been expelled from the dwarvish pan¬ 
theon, but at least he cat] pretend otherwise. Diinkarazan and 
Diirinka, the derro powers, don't even have that - they were 
booted out, no two ways about it. Mo rad in says it’s because 
they were irredeemably evil, which is true, But some think 
it's also because the pair dabbled in magic. Supposedly, 3he 
good powers were outraged at (he "crime" (or perhaps fearful 
or even jealous of their skill) and cast the evil brothers out. 

Ira any case, as their gods wcfc driven from the pan¬ 
theon, the derro people were driven away by good dwarves. 
They went far underground, and centuries of exile in the 
darkness have whitened their skin, 

As r race, ibe derro el re cruel and hateful. They love to 
niEike slaves out of weaker sods, so it’s guessed til at the crea¬ 
tures were themselves once enslaved - perhaps by illithids or 
drow. The derro certainly despise both of those other under- 
dark races, though they currently maintain an uneasy peace 
with each culture. Really, the derro walk a thin line. Truth is, 
they'd kill everyone if they could. 

The leaders of the derro race are called saeaiffs. These 
bloods worship Diirinka mid lusl after magic and power,. Eind 
they've taken it upon themselves to guide their people. 
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Diirinka, the brother-betrayer, is often seen as the father of 
the derro nice, twisting his former dwarf followers into the 
hateful things they are today. Along with his brother Di¬ 
inkarazan, he gjracticed the crass-trade on IIsensiinc^ but 
when the illithid god tumbled to the theft, he abandoned his 
brother and escaped with some of llsensine's magic. 

The stolen magic is what empowers Diirinka, and it’s the 
same magic he grants to his savants - his priests and prox¬ 
ies, the leaders of ihe derm rare. Diirinka doesn’t give a loss 
abou) whal the savants reach ns long as (hey revere him and 
help ihe derro grow ever stronger. 

Diirinka’s realm is hidden away in the third layer of 
Pandemonium, said to lie a chillingly dark place rliat drips 
endlessly with foul water. But no one who's ever seen it has 
returned to tell ihe talc. 
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Jn the snn-h;4kcft deserts of ihe hinterlands, in the steam¬ 
ing jungle along the river, and in the arid, barely lillabk- 
plairu*, where every square foot of fertile land is an asset 
in be fought over, the Egyptians hold sway. Their civiliza¬ 
tion is a step between (he Sumerians and the Babylonians. Some 
have even said llmt the Egyptian pantheon rose to power as mor¬ 
tals under the Sumerians, and turned on their former masters when they discovered the truth of divinity. 

Course, the more prevalent chant is that they were the result of ihe natural course of events. When 
Ihe sun rose, when crocodiles basked on the muddy riverbeds, when the fragrant wind blew in from the 
desert, carrying the scent and sound of jackal and camel, then too rose the Egyptian pantheon. They wit¬ 
nessed l he faltering first steps of the human empires, guiding the rare into new forms and new ways ol 
thought Still, they don't have the power they once hud, though memories of their influence still echo 

throughout the planes. 

Jn any case, the Egyptian powers don't care as 
much tor good and evil as they do for law 
and chaos. As one of the earliest pan¬ 
theons known, 
tire gods were 
responsible for 
helping to bring 
the light of civiliza¬ 
tion to the anarchy nf 
the early humans; they generally 
build instead of destroy, create instead of kill. The enemies of the pantheon were those 
creatures that sought to return humanity to its primitive roots, such as the serpent Apnphis 
ibai constantly tried to swallow ihe sun. it's law and organization that sets humanity apart, or so 
the pantheon believes. Sure,, they may espouse freedom of choice and individuality, hut their (rue foes 
are the destroyers, rtol necessarily the evil. 


Hie true origins of the Egyptian pantheon are dark, Us history hidden. Some claim that Na gave life to 
the other powers. Others mark Ptah as the high-up, and still more put forth that the mysterious Eiighi fa¬ 
thers and Mothers of Light and 1 ife were the true creators. A body can believe what he likes, but the 

Eight {if they existed] have vanished into the mists of time, and Ptah's been 
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relegated to the position of a minor deity, his heart and tongue si¬ 
lenced jural least muled). 

Perhaps the folks who believed in Pi ah lost tlieir faith, or maybe 
he never really had any power in the first place. Whatever the truth, the 
histories now call Ru ihe father of the pantheon, and claim that those 
who weren't born from his line came from elsewhere — either rejected from 
other pantheons or formed whole front the fabric of ihe multi verse, And only 
eight powers came from Ru, His first act, in fact, was to bring forth ills chil¬ 
dren, Shu and Tefnui, who in turn gave birth to Geb and Nut. This second couple brought forth the cou¬ 
ples of Qsiris and Ists, and Set and Nephythys. 

Ra and his family are known as the Ennead or the Eked jet, and they were among the first icj realize 
the importance of the Rule of Threes, Their pantheon was, after all, initially comprised of nine gods — 
three threes. And ihe Ennead began the business of creating and ruling the world. In so doing, they sei 
one of their children above the people of the land, so that the mortals could look to divine guidance in 
the ruling of thdr world. This child, the pharaoh, was thus head of both church and slate, and he was 
idolized and worshiped by the faithful. 

The dork of the Egyptian religion is that most ail of the gods who aren't part of the Ennead arc hu¬ 
mans - pharaohs, mostly, but also nobles, priests, and commoners - raised to divine status, their remains 
and talents venerated after their deaths. Either that or they're the spirits of certain powers, symbolized in 
the forms of animals, thafve been raised so they can guide mortals through sacrifice and hard, hard work. 
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♦ TH € PeWERS ♦ 

It's said that the Egyptian powers are given form by the 
shape of belief of their worshipers. The faithful find that cer¬ 
tain animals best represent the qualities they admire, and 
thrust die shapes of these animals onto the gods - it helps to 
understand them belter. if nothing else. Thai's nothing new, 
but the followers of the Egyptian pantheon Eiictuuliy make 
their powers therianthropki bloods with human bodies and 
the heads of their totem litnsts, 

'Course, the animal heads're usually a good in die a lion 
of the strength of each god. Chances are a power saddled 
with a donkey's head isn't going anywhere in the pantheon. 
Still, some of the Josser powers'vr learned the secrets of 
slowly changing their aspects over time, and they're posi¬ 
tioned to become the high-ups when the current batch steps 
down or moves on — if they ever do. Chant is that Ra is mov¬ 
ing on to bigger and better things sometime soon, and he's 
gol Osiris lined up to take over for him. But no one knows 
the dark of it. Ra’s a cagey basher, and he won't t ip his hand 
before he's ready, 

Refer to page H9 for a map Of the shared realm of He¬ 
liopolis, featuring close-ups of the cities of Ra, Isis, and Osiris. 
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K li is the power of powers. In this pantheon, the blood all the 
others look to for guidance. 

As the carrier of the sun 
und the giver of life to the 
world, he is the supreme 
force of existence for the 
Egyptian powers, and they 
won't challenge hint if they 
can help it, 

Ra's home on Arcadia 
is the First Realm of He¬ 
liopolis, ei place of blistering 
light and bright sand, where 
the sun shines as Jong as Ra 
guides his barque, Mamet, 

l , ,, , i Pstris 

across [he sky. At night, the 

light fades, die temperature SLier 

[lro|is dramatically, and the 
Creatures of the desert stir ^|. It , 
across the land. Lions, seer- h-fnut 
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the sands, foraging for prey 


and seeking respite before the sun returns once more. Though 
Ra is a lawful gtiri, he also demands attention to the natural 
world, and woe to any berk who forgets ilie dangers of the 
desert. 'Course, folks can always find sortie slight refuge in 
the lent-filled city of Thekeie-re. 

Cham is that the serpent Apophis (also called A pep) is 
beginning to rear its head again. This creature of myth used 
Lo assLii] Manjci in an elTnrl In destroy the sun and return the 
Egyptians to chaos. The pantheon drove the serpent off 
eventually, but the stirrings in the desert beneath Heliopolis 
seem to show that It's not dead yet, 

ANHUR 

Lr.'ivtT Power, "The Falcon of War 

War 

CG . Any good 

Bird of prey 

V sga rd/ V sga rcljf Net ap h 

Montju {Px{$ human/F20/CG|; Tatmhotep 

[Fx/d human/? 13 /CGI 

Anhur, the most warlike of the Egyptians, is also one of the 
wiser powers nf the pantheon. He's slow to anger, which is 
surprising, given both his chaotic nature and his portfolio. 
Nonetheless, the other gods often seek his advice and his 
counsel, 

Anhur lives on the same Ysgardian earthberg as Bast, 
hut the two rarely have anything to do with each other, Bast's 
dominion is trickery and the subtleties of felines; Arthur's is 
that of war and carefully crafted wisdom. Ills realm is one of 
adobe anti narrow canyons, where chariots race through ibe 
streets ami defiles. The land is cool and temperate, Ideal for 
fighting. Bui Arthur's followers don't struggle against each 
other, preferring ins tend to storm the Gray Waste and the 

Abyss to wage war on 
evil. They don't even have 
the assurance cltal Anhur 
will save them from per¬ 
manent dissolution. 

fin the other hand, 
Anhur and hts proxy Mon¬ 
tju struggle for dominance 
constantly. Chant is the 
two of 'em lake turns 
being the war god, and 
though they always ad¬ 
vance the cause of battle, 
they look out for their own 
hest interests a:s well. They 
can't kill each other, and 
so they’ve made each 
other into proxies so each 
can keep an eye on his foe. 

Only ancient equip¬ 
ment is available in Nc- 
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raph. However, Li's finely crafted and durable. Uitils of prey 
constantly wheel through the air here, waiting for the mo¬ 
ment to strike - an apt metaphor for the charged tension 
chat fills the realms of Ysgard, 

ANUBIS 

Unknown Status, “The Hound of the Dead" 

Guardian of dead gods 
i LG Any 

Black jackal 
Astral/wanders 

Betita KhablPx/d buman/M 14/LG) 

The jackal-headed Anubis used to he the guardian of the 
Egyptian dead, Eventually, though, he was in danger ot slip¬ 
ping away imo the great nothing himself and joining the other 
powers that had tost their worshipers and crossed over iu the 
Astral. See. Osiris'd taken over his portfolio, leaving him noth¬ 
ing, and Anubis traveled to the silver void to ponder his late. 

That's where the accounts dltTer. Some say a multitude 
of still-living gods charged A nub is with guarding the bodies 
of fallen powers against desecration [though it's anyone's 
guess what kind of desecration would frighten a god). 
Others claim that Anubis took the duty upon himself and 
willingly gave up his divinity. In any case, he's not quite 
what he was. Fact is, he's no longer a true deity but some¬ 
thing rise something unique in the cosmos, lie has no 
realm on the Astral, either, just a throne to sit in and ti great 
hook in which he makes notes about the slams ol'his charges 
from day to day. 

Anubis still empowers his proxy, Refit a Kb ah, to travel 
the Astral, lending to (and reporting on) ihe floating corpses, 
Bui he no longer grants spells to his worshipers. On the other 
hand, priests of Anubis get their magic from some source. It’s 
possible that Anubis draws his might from (he godly husks 
that drift on the Astral, many of which rage with the dreams 
and yearnings uf life. 

APSHAl 

Demi power, "The Great Mantis" 

Insects 

\1 N V. \[ Any farmer 

Fraying mantis 
The Outlands/the Hive 
None 

Apshai is the demipower of insects, but there just aren't that 
many who follow its teachings. Sure, farmers pray to Apshai 
to keep fields clear of infestation, but that's about it. Though 
the gotl can retain its status as a de mb power, there's littk 
chance of it going anywhere within the Egyptian pantheon. 

As for its realm, the Hive lies somewhere below the Chil¬ 
ian ds 7 a "safe" distance from the tunnels of [Kensine and 
[jzemnidl, The spot’s marked by a huge tower crawling with 


unis, and bcneaih the soil lies a rtwe where insects of ail va¬ 
rieties swarm over each other, devouring and destroying. 

The tunnels of the Hive are said to lead to every prime 
material world that's home to followers of the Egyptian pan¬ 
theon,. 'Course, no one knows for sure how it works, because 
no sod ihat's ever gone down into the Hive lias ever emerged 
again. Whether they're devoured, transported, or even trans¬ 
formed, none carl say. 

BAS + 

Lesser Power, “Mother of Cats” 

• ■ Cats, pleasure 

•, I CG 'A VI Any chaotic 

S' 'Hi Cat 

Ysgn nl /Vsga rd / M i! rra to t 
r. .11 . I mu Pedihast (Fx/9 tiefllng/TB/CG] 

Also called Hnstei or 0ubasict, this power is said lo watch 
over every cat in existence, none of which can harm her. Re¬ 
gardless, she's bitterly opposed to the cat lord of the Beast- 
lands, who she sees its a usurper and unlawful claimant to 
the hearts of eats everywhere. 

Bali's realm is called Merratet, the central point of 
which is an ancient city lost in the deserts of her earth berg. 
Every building is covered with vines, incredible age evident 
in every crack and crumbled wall. The sun heats down with a 
lazy heat on the rolling terrain and dense thickets uf the rest 
of the realm, where fat animals mam and fall, terrified, be¬ 
neath the daws of mighty cars that stalk the land. 

It's said Ihat Bast’s dreams echo throughout lire realm, 
their images of the hunt and bloody feasts playing through 
the heads of everyone in Merratet. Those who appreciate the 
dreams are supposedly sale from the eats in the night; berks 
who don’t find themselves prey before too long. 

BES 

Lesser Power, "Short Father " 

'on Luck 

AL: N WAI, Any 

Dwarf in panther skin 
H Out la rids/wanders 

\ r ii Amenemhab [Px/cf human/T7/N| 

A powerful and squat figure, Eks roams ihe 0 inlands. and in¬ 
fluences the laws of fate. Ills portfolio is that of luck and 
chance, and he’s inordinately interested in anyone taking an 
interest in gambles. SomeVe said that the greater die risk, 
the inure likely Besll tip ihe scales on the part of ihe bettor - 
as long as the leatherhead doesn't make luo brash a wager. 

Sages put forth thaL Bex must be In tight with the 
dwarvKh powers of the Out lands, especially game loving 
Vergadain, Elis relation ship with the other gods ufluck is un¬ 
known, but chances are that he’s peery about them at best - 
it’s dicey one way or another. 
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GEB 

Intermediate Power, 

“Father Under flic Skies and Sands" 

'Hie earth 

M NG \\ \l Any 

Mountain 

Elements] Earth/the Caverns Under the Stars 
Queen Maps heps ut [Px/9 hair-elf/M2/NU) 

The first son of Shu and TefnuL Geb is married to Nut + bis 
sisltT- He's one of the few powers to m|e from (he Elemental 
Plane of Earth, somehow channeling his worshipers' belief to 
the Inner Planes instead of the Outer. It's rumored That lie 
mu in tains a conduit to Nut’s realm on Elysium,. though Shu 
has strictly forbidden Geb and Nut their marriage, 

Geb‘s realm is one of the few places on the plane where 
a body can assume the w‘alls won’t collapse on him. Winding 
tunnels cut through the earth, and vast spaces 111 led with the 
night sky (courtesy of Nut) create the illusion that a body's 
out in the open. The realm holds several towns, each with 
tens of thousands of swarthy brown petitioners whose color 
darkens as they draw closer to union with Geb. The petition¬ 
ers are, like their power, jovial, friendly, and curious - and 
sometimes just a little naive, 

Henus 

Ifvvtr Fairer. “The Areniftr" 

1 Sun, revenge, war, sky 
AI CG v, \[ Any good 

Hawk's head 

A read i a/15 uxc fa u s/Hel In pa I i s 
None 

Harus, son of Isis and Osiris, is a firm believer in vengeance; 
he achieved bis portfolio and his strength by punishing Set 
for putting his father in the dead-book. The hawk-headed 
Horns has no realm of his own, instead preferring tu roam 
Heliopolis and nude out justice. 

Horns is impulsive and hot-headed, and he sometimes 
cun be duped by a berk who knows how to play on his temper. 
Still, the Avenger can smell the Ibul hand of Set. and he main¬ 
tains an eternal vigil lu prevent the evil power’s creations and 
minions from entering the holy hinds of Heliopolis, 

ISIS 

hitvnnediatc Pon e r, “lady of Kiwii'lcdqc” 

Marriage, magic, motherhood 
■ I LG V. Any good 

' i Eye and (eardrop 

Arcadia/fluxerius/HefiopoIis (G Vi ckhtel); F1 y- 

stum/Amoria/Quietude 

The Sphinx (Rx/0 androsphinx/HD IS/LG]; 

S i r ia n G o od w i fe I Px 19 1 upi na I/M 11, P10/ LG) 


Isas, wife of Osiris, is said to have knowledge of everything bp- 
tween heaven and earth, and that might not be far off As the 
mistress of magic in the Egyptian pantheon, it's her duty to 
discover all that I tan spires; in her purview. To this end, she’s 
made an ally of Azuth, her magic-loving neighbor on Arcadia 
(and ihus also out of Mystra, a powerful goddess of Torilf leg¬ 
end says that Isis peeled Ra into revealing his secret name to 
her, and thus she's unlocked the dark mysteries of creation. 
What stir'll do with this information isn't quite known yet. 

his Is mighty friendly to mortals, giving them gills 
whenever she can justify it to herself, It was she who brought 
magic and marriage to the humans, and she'll likely grant 
them more If she can. 

The goddess shams the rule of Heliopolis with Osiris and 
Ka. her portion of the realm a sloping lane] covered with thick 
grass and fig trees. The River Isis, tilled with holy water, runs 
only through the city of Gizekhtei. The burg’s a matriarchy 
ruled hy Lamia Mightblossom, and it's a place where every¬ 
thing's in balance. None of the folks are too rich or too poor, 
too hungry or too sated — lu Lhe petitioners, it's utopia. 

But Isis has a second realm, one that she can call her 
own: Quietude, a small town on Elysium that isn't much more 
than a village set on a plateau, Isis's proxy Sirian Good wife 
keeps fhe peace there, bul that's not a hard job - the commu¬ 
nity's home to married couples and speiislingers working 
toward a better understanding of the multi verse and its se¬ 
ems. Though Heliopolis as the home of her husband, Isis 
seems to prefer Quietude for its research value, 

NfPHY+HYS 

/NftTJfJcritti/r Power, ' lady of Sands ” 

Wealth, the dead 

U LG W VI. Any good 

S.- Moon and ankh 

H" ii Arborea/Pdlon/AmLin-lhys 

Renlresh {Px/cf half-elf/RI0/CGJ 

Nephythys is Set's former wife. She left him when he murdered 
Usiris, and now she lives among the deserts of Amun-thys, 
scorning visitors and discouraging whimsical travelers. Site’s u 
rather miserly power, hoarding wealth und expecting her wor¬ 
shipers to sacrifice theirs to her, borne call her unfriendly, hut 
the dark of it is just that she doesn't want to get bobbed. 

This altitude extends to the petitioners of her realm, 
who ve learned ihal ail items in the land seem more precious 
than they are. 'iTie natives arc petty of visitors; they’ve seen the 
sharp side of a sword from berks looking to fill their own pock¬ 
ets. And they go to great lengths to protect the crypts and mau¬ 
soleums from looters — with help From Nephythys, of course. 

Set sometimes sends proxies to Amun-thys with gifts 
and smooth words for Nephythys; she lakes the offerings but 
pays their pleas no mind, usually tossing the berks out on 
their cars. But the goddess lurneri the tables on her former 
husband when Bentresh arrived; Nephythys talked Lhe half- 
elf into throwing Set over and staying on as her new proxy, 
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fias+ RfAim ©f ra 


The Mausoleums of Kings 
(one for each Prime worid 
where the pantheon 
is worshiped) 






Temple of 
Knowledge 








Truth to tell, Amun-thys is little more than dunes, will) 
scattered temples, tombs * and necropolis The small city of 
Scarab lies near Nephylhys's pakicr, and huge carcasses of 
titans litter the surrounding desert (some say they go to the 
realm to die), Beyond that, a body’s better off looking some¬ 
place else Ibr wealth and glory. 

NU + 

intermediate Power, “Mother Nigh:" 

Sky, couples forbidden to many 
At NCr VVAL Any 

Stars in the night sky 

Elysium/Bdierin/the Refuge of Night 
None 

Nut, sisrer and wife to Geb. fled Heliopolis eons ago, when 
she was forbidden to consort with Get] Einy longer. Now she 
maintains a small realm on Elysium, in Belie rim the layer 
magically scaled off by the gunrdinals. Though Nur realizes 
that she’s still nuc beyond Ra's reach, she nonetheless finds 
solace in her solitude. 

Her realm is like the starry sky, a dark land where there’s 
no up or down, only the sen sal ion of movement through (he 
night. No corporeal beings live here; the petitioners of the 
realm are the stars themselves, As Nut draws them to herself, 
lhey flare up Emd then die out entirely. 

©5 I RI S 

intermediate Power, u The White Crown" 

Vegetation, the dead 
U LG V'.AI Any good 

■■ ii Flail 

1 A reji d in f Buxe n u s/Hel i npoI i s (Mern p h i r ia | 

The Sphinx (Ps/0 Find ru sphinx/HD IS/LGJ; 

Khali is Mbcktis {Px/'A half-elf/Pall 3/LG); Khentamen- 

tiu (Px/d hum.an/M 10/LG) 

Osiris, the great-grandson of Ka and child of Geb and Nut, is 
sfLid ro he next in line to inherit the leadership of the F.gypr- 
la n pantheon. Some say thal Osiris was the first pharaoh 
among the mortals, raised by Ka as an example of what the 
people enuld aspine to. Others dismiss ihat as bunk, insisting 
that Osiris gained divinity after being murdered by Set and 
then mummified by his wife, Isis, Regardless, Osiris lists a 
keen interest in humanity, and with his wife, he works 
toward raising mortals to Ft higher level. 

Osiris’s chilly realm in Heliopolis is both above and 
below the ground, and former mortal kings can keep their 
memories of midship to provide keen knowledge of I tic law. 
LTndead walk freely in Memphiria, the City of the White j 


P + AH 

Lesser Power, "The Opener of the Way" 

Artists, craftsmen, travelers 
l.N 'A \L Any 

M ununi (led hand 
H Ethereal/wanders 

k . !'i ii None 

Chant is Pi ah predates even Ka, but he supposedly stepped 
down for the more vital, active power. Irs welt known that 
PtEih wanders ihr Ethereal now, urn! that he's even approach¬ 
able by mortals. Bin a body’ll best tread carefully around 
him - the power seems to feed off the Ethereal, and he can 
send a berk literally anywhere in the planes, A \idling who 
claims to have suffered from ibis relocation says that Ftah 
can even drop a body in another god's realm without that 
power's permission, (Then again, folks know how trust¬ 
worthy tie fit rigs are.) 

Obviously, Pfah's a popular name in invoke among 
Ethereal and inner-planar trawlers. But as he’s the source of 
inspiration and creativity, lovers of art and beauty call upon 
Plain as well. 

$ € K £ R 

Lesser Power , “Ughtbringer” 

Light 

\l NG v. \ Light-lovers 

Hawk-headed mummy 

Elysium/Amoria and Thalasia/Ro Stan 
Imhotep (Px/iJ bariaur/Pall2/LGI 

Like tiie Torilian power Lathander, Seker desires the destruc¬ 
tion of evil and undead, and he works toward that end eon’ 
si ei [illy. He's one of I he powers of the afterlife, and the un- 
dead are, in his eyes, simply dead folks who don’t realize 
their iruc state, if they won't follow Osiris’s rule, Seker de¬ 
stroys them wiih shafts of light from his bands. 

Ills realm, Ro Stau, varies between two layers of Ely¬ 
sium, wavering back and forth as he desires, In Amoria, Ro 
Stau is a remarkably beautiful marble palace with immense 
colonnades rising above the surrounding desert. In Thalasia. 
it's a pleasure house along the banks of a thundering river, 
the halls of which are filled with incense and peaceful sun- 
lighi streaming in every crack. 

Wherever Ro Stau is, its petitioners are attractive* re¬ 
laxed (some say lazy] folks who glow With Ein inner light. Bui. 
when it comes to undead, they're fanatical in their hatred - 
much mo re so than Seker, Fact is, the sods just can’t gel it 
through their heads that nut Fill undead are evil, de¬ 
structive monsters. But they’ve got to learn to let go 
of their bins if they hope to achieve union with 
their power. 


frown - at least as long as they 
an.' free of evil in 
their beans, tm ~ 
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hiicrmcdiatr Pott*ei. 

"lard ofFrit, Dvfilcr of the Dead" 

Evil, drought desert storms 
\L LE Any evil 

Coiled cobra 

H aa to r/ Si y gi 3 / A nk Ii w ugati l 

Ndcrotheptis Skorpios (Px/d* minion nf Sei/ 
F1 3 ,T 15/ L LI: Om ikrosti 5 (P x/ tJ greate r m u m my/ H D 1 0/ 
LE>; Irisiri (Px/S b u rna nf M13 /NE) 

The main power of evil in the Egyptian pantheon. Set is stilt 
well acquainted with the other gods, After all, lie's one of the 
nine nf the Ennead — a senior member of the pantheon. The 
others must respect him, even if They don't much like him. 
And despite bis evil ways. Set has been known to side with 
the rest of the pantheon against the chaotic ravages of the 
serpent Apuphls. in tlte end, he's still a power of law. 

Set used to he married to Ncpliythys, and now and 
again fie sends proxies to her realm to try to win her back, 
'Course, he also lusts after Isis, and it’s no dark that, if given 
the chance, he'd put Osiris and Horns in ihe dead-hook. The 
evil power just plain hales Osiris - after all, Set killed him 
once before - but his anger toward Horns stems from the 
fact that Horus was granted a throne Set desired. 

When it curries to planar affairs, Set’s the most active of 
the Egyptian powers. He makes and breaks alliances all the 
time with other deities (and near-deities), and recent chant 
has him hanging out with Semuanya, the lizard man god, 
Some even say that Set's dealing with Tiamai. Bui most pow¬ 
ers know to examine anything he’s involved in very carefully. 
Set's realm on Baalor is called Ankhwugahi, a burning 
desert in the midst of the snow of Stygia. The center of the 
realm boasts a huge black pyramid lhai seems to cast a 
shadow across the entire land. The petitioners arc completely 
on trustworthy, but they have a strange sense nf honor, and 
they won't go back on their sworn word. ’Course, getting 
them io swear in the first place is another matter entirely. 

SHU 

tutenuediiiic Power, **The Upholder" 

Winds, atmosphere 
LG . L Any good 

Ostrich feather 
Elemental Air/Pescrt Wind 

therein uty (Px/; \ I nil tia n /M 10/1 larm o ti i li m/l,C ] 

Shu. brother and husband to TiTnut, father of Geb and Nut, 
has been charged by Ra to keep Nut and Geh aparl from each 
other, and this Shu does admirably. As the atmosphere, he 
keeps the ground [Geb] From ever touching the sky (Nut), and 
thus the two lovers are separated. 

Glut’s realm, Desert Wind, is pure breeze arid sky; still, 
it’s noticeably different front the rest of the Elemental Plane 


of Air, The air is warmer and glitters with gold, and it's filled 
with the scenl of cinnamon and sand. It's said a visitor to Ihe 
realm can move with the simple power of his mind, 

Sure, storms can rise up unexpectedly, hut Desert Wind 
is usually a place of peace and gentle breezes. That's what 
the petitioners are, mostly - warm, caressing winds, though 
some lake the form of golden shafts of sunlight. 

TEFNU + 

Intermediate Power, “Sturm's I-uty" 

Storms, rain, running water 
\L: NG vvAl Any 

Pyramid and son 

11 By top! a/Shucrock/Windw rath 

k ,m\ i l Dyalotep the Lame IP kIS huntan/P9 p M7/MG) 

Tefnut, wife of Shu, appears as an attractive woman with the 
head of a lion. She's a power of mercurial moods and chang¬ 
ing disposition, Those who can read the weather can sense 
the changes in her mood - beneath the seeming chaos, there 
lies a deeper order, that of storms and lightning. Tefiiul can 
he gentle and kind one minute, and thundering and harsh 
ihe next. She's noi cruel and won't destroy wirhoul cause, 
but sods who incur her fury know i.l righi away. 

Te Fn tit's re a ] m, W i n d wrath, sits o n o n e oft b e m a ny 
mount aids of Bytopia, pummeled by winds and rain, The pe¬ 
titioners hide from the storms inside village-caverns; the 
largest settlement, Ston-khal, is guided by the proxy Dyalo- 
tep ihe Lame. The natives spend their time aiding passersby 
and serving rheir goddess. Though the wind rarely ceases 
and ihe rain lets up only occasionally, the natives love 
Wind wrath, and most folks who come here do as well. 

TH6 + H 

Lesser Power t “The Keeper ttf Knowledge" 

Knowledge 

VI N ’.I Any 

Ibis 

Hu ii i Outlands/Thcnh’s Estate 

k'.mv pi.-.i mi Bancbdjedet (Px/J hariaur/F3/N); Djehuiy 
[P x/cf githzerai/TG/N); Norm us GTals I.P xfd liefliug/ 
MB/NJ 

Thoth is said to have a ecu mu In led as much knowledge ns the 
gods 11 sen sine and Gzcmmd combined, and to use ji in a 
much more selfless fashion. Jsis may know everything that's 
happening in the multiverse now, hut Thoth knows every¬ 
thing that's happened in Lhc past. As rite custodian of the 
Great Library, Tliolh allows scholars in its hallowed balls io 
research whatever may be on their minds. 

His petitioners live in small villages along (he River 
Ma'at and In the city oFThebestys nearby. (That's where The 
Great Library 's round.) All manner of terrain can he found in 
bis realm; desert and swamp vie for space all nhmg Ihe river. 
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Long, long ago, as the mulliverse spun and tumbled Its way into 
being, the elvish powers arose from the beauty of the land, their as- 
pi'i'fs taking on all that was pure in creation. Some of them grew 
out oF the beliefs anil emotions of the elves, while others .seem In have 
existed before the elves ever drew breath. 

When the powers were dividing the planes* Corellon Larettilan, the 
creator and overpower of the elvish race, chose the forests as the place where his people would live, How¬ 
ever, he lore Cord Ion could lay true ehiim to the woods, a rival - Unuunish of the ores - rose to protest 

his lot. The iwo gods struggled lor eons {though elvish mythology calls 

u], each conies ling the other in a 
hatred. CoreII on's blood mingled 
with the tears of (lie moon and 
fell upon the soil, and From 
tins sprang the elves. Born 
of the fury and despair of 
the earliest powers, the elvrs 
have known passion throughout 
long existences, I hey thank their 
g worship and belief making the 
pervasive of the multi verse. 



in +Hf S+RI NGS ©f a HARP 
AND +HE S+RINGS ©t A B®W. 

© WHICH W©ULD v©u lice 
+© DANCE m ® RE ? 

— £U S + ARAN9R +«€ SWIF + , 

guardian ®f ARYAN D9R 


♦ TH£ PAN+H€©N ♦ 

Chant Is [hat oi all the pantheons in the cosmos, ihe elves"re (he 
most focused on the totality of a basher: body, spirit, and mind. 3n 
all things, ever art and warfare, they seek aesthetic perfection and 
harmony. Crudity is for lesser beings, and elves have no wish to be 


identified wilh those creatures. 


The elvish powers are called, collectively, Ihe Seldarine. This translates roughly ns “die brothers and 
sisters of the wood,” though it's clear that not all of the gods arc, In ['act, siblings. Some legends hold 
Cord lop and Sehanlne Mnnnbow to he ihe two creators nf flic elvish race, while oilier tales claim that 
Corel ion birthed them ulE. Whatever ihe truth, ihe Seldarine are □ fairly close-knit group, and they've got 
few of the rivalries common to other pantheons. 

Course, this excludes, the powers of ihe drow, l.ulth anti her compatriots were once part of the same 
pantheon as the resi of the elvish deities, hui Corelion Eipd k lit 3 others expelled them when they learned 
that the Spider Queen taught heresy to (lie mortals, leading them into darkness. The Sddarine couldn't 
tolerate the loss of their worshipers to evil, and so the battle known as the Hfwur split the pantheon in 
two Rj nevermore. 


4 THE W®R5HIP«R$ ♦ 

Naturally, (he main Followers of ihe elvish pantheon are elves, from the reclusive gray elves to the 
sometimes garrulous high elves, from the hidden sylvan elves to the relentless drow. rlir elves span all 
kinds of thought and all kinds of liic. No blood has found a way to categorize alt elves except “all 
elves” the colters defy easy groupings. U’d be foolish to expect them till to act the same way. After all, 
no one expects humans in pet alike, and though broad generalizations can be made about that race, too, 
each human is essentially :in individual. So ii is with elves. 

Because they live for hundreds, even thousands of years, elves learn to develop an aesthetic that 
many other races seem In lack, a subtlety that many spurn, and a mindset that comes only through long, 
long experience. Ask most any elf, and lie’ll say that Ids kind Eire the Finest mortals creation lias to offer. 

Most other mortals dispute that. But the elves do have a point - their long lives grant them a per¬ 
spective not many gain, and they've achieved n level of beauty, harmony, and civilization most don’t 
ever reach- They've brought magic to a high art, and elves innately tumble to the dark of it heller than 
most other mortals can, 
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It's nit 
surprise that 
i he Seldarine 
exemplify (he 
elite nature 
ihat the elves 
si rive let culti¬ 
vate. The pow¬ 
ers maintain 
believers on 
many, many 
prime-material 
worlds. 

Though the 
elves on any 
one world 
aren’t too nu¬ 
merous, they 
add up ( a a 

fair number across the Prime, and that's ail she gods really 
need. Sure, ibe worship anti belief natty vary from world to 
world, hui all the rituals are designed to appease and draw 
the attentions of the elvish pantheon, and thus the Seldarine 
grow ever stronger. 


portions of the 
gods" abilities, 
and enforce di¬ 
vine .justice and 
whims. The lat¬ 
ter are simply 
those charged 
by the powers 
to enforce 
certain laws. 
Emissaries have 
no abilities be¬ 
yond those they 
were horn with. 
Bashers 
who aren't 
elves have in 
make a Wisdom 
check when 

they enter Arvandor, Those who fail are lost to the spell of 
the land. They seek out the eives and dance, sing, and in¬ 
dulge themselves in the joys of life. They can be guided out, 
hui a body who doesn't have a friend (o lead hi mil he lost 
for sure, cvcnlually. 
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Lesser 
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IX in [power 
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♦ ARVANDffiR ♦ 

A rv a rid or, the realm of most of the elvish powers, ami Ar- 
vannitk the realm of the elvish dead or departed) are often 
hdd ter be the same place. The primes know only that the two 
are remarkably similar, but planars and elf petitioners can tell 
a body with assurance that the realms are one and the same. 

Arcandor's a place of deep woods and Unearthly beauty, 
caught up in Lite passions of Arborea. Some say it exemplifies 
the whole of the plane, but the elves've colored the realm with 
their presence more (ban (he plane's colored them. Re that as 
it may, Arvandor's a place of mystery, even to the elves them¬ 
selves. It’s said that only the powers know its secrets. One 
riling thru's not dark: The Seldarine won the realm from the 
gods of the giants; even today, giantish ruins litter the glades 
and meadows of the forest. ISee the map on page 157,1 

Most folks also know ibal hungry things often make 
their kips in the woods, attacking any sods foolish enough 10 
wander too near. Occasionally, the High Kings who rule over 
ihe elf pel] (loners send knights oui to tide Lb rough Arvattdor, 
hunting the felt beasts that wander in from nearby realms 
land front portals to oilier planes). Though the elves have few 
such portals to protect against, they're constantly on (heir 
guard for incursions of evil and danger (including the depre¬ 
dations of the hateful slavers of the llnseelie Court I, 

The powers don't seem to t ake much in (crest in Ihc day- 
to-day governance of Arvandor, instead delegating this au¬ 
thority to [heir proxies and their emissaries, who take the du¬ 
ties more or less seriously. A proxy and an emissary aren't 
the same thing, either. The former are elves who've received 


♦ THE ELVISH P© WE RS ♦ 

Though only Corel I on Larelhian is a greater power among 
the pantheon, the ma jority of the others, have achieved inter¬ 
mediate status. That means that the elves are a mighty influ¬ 
ential bunch; they're one of the strongest no nh Liman pan¬ 
theons, and certainly a match for the weaker human gods. 
Generally, the elvish powers are androgynous, appearing ns 
male or female wilhoul compunction, Still, most of'em have 
a favored gender, and that's how their believers know them. 

Ceft£U$N LARf + HlAN 

Greater Pouvr, "The Protectur" 

Magic, music, aris, and crafts* war 
M CG WAI Any N o-r G 

Crescent moon 

II - i A rboiea/Qlympiis/Arvandor 

The leader of the elvish pantheon, Corel I on Larethian, is said 
to have given birth to the entire elvish race. He's also the pa¬ 
tron of most aesthetic endeavors {including magic and war- 
rare) for a highly artistic people. Add to that the fact that he's 
[he highest high-up for one of the major demihuman races, 
and a hndy'd think (hat Curd Ion might be more than a little 
full of himself - £i thought given further proof by the arro¬ 
gance many elves show to those not of their kind. 

It ain't true. For all his might, Cortllon is still humble, 
always open to learning something new, and that makes him 
even stronger, Sec, most other powers have their heads in ihe 
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clouds ft aid their hearts on their own interests. Cort-llon 
seems to he genuinely fond of picking up new ways of 
thought and new methods of action; h's even said ihat he 
travels Arvandor in disguise iu learn from outsiders who 
visit the realm. 

Corel Lon's allies include the heads utmost uf the human 
pantheons. He's got a keen interest in other cultures, and be¬ 
sides, he likes to know what the other powers are up to. But 
his truest comrades are the high-ups of the other dc mi hu¬ 
mans: Mo rad in, Yo tidal la, and the like. Together, they watch 
and ensure that the deities of the human (and monstrous I 
pantheons don't grow loo strong too quickly. 

Corel ion lives in a magnificent marble tower in the 
hear! of Arvandor If il was a giant is h tower at one time, it’s 
not any longer. The spire rises in anti through the trees, with 
smaller towers spinning cdT in delightfully patterned confu¬ 
sion. The elvish name for il is GuyllachaightaeryU, meaning 
"the Many-Spl endured" (that's what most folks call il), and 
the rooms inside are never the same twice - except for the 
central throne room. Works of art created hy Corel Ion and 
his worshipers hang on wads throughout the tower, all of 
them stunning in their beauty or their horror 

Within Arvandor's borders, Corel Ion's head proxy is 
Allure Brightleaf (Fx/rJ elf/Fl3.M 1J/Transceiidenl Order/ 
CG3, a quick-thinking blood who’s almost perfected the an of 
action without thought. He’s also a master of iis converse, 
thought without action - which is a lul harder than it seems. 
Ad a re's been granted the gift of foresight, which allows him 
tu instantly evaluate courses of action and act on them or 
tine, as his nature dictates. He's beautiful, intelligent, and one 
of the kinder bashers in the realm. 

Carillon entrusts another proxy, Elm her Flow (Px/V elf/ 
MMQ/CGI, with the stewardship of Gwyllachaightaeryll and the 
surrounding lands while he's away, A dose confidant of 
Corcllon. Eimher's one of the few mortals who holds discourse 
with the god himself She’s fiercely devoted to her power, arid 
though she's as subtle as a body can be, she's blunt and forth¬ 
right when it comes In her service to Corel!on. He's granted 
Eimher [lie ability to automatically charm anyone irt Arvandor 
anyone, lhal is, except flic Seldarine themselves. 

AERDRIE fAENYA 

Inurmcduuc Ptnt'tr, “Wingal MtUlwr’ 

Air, weather, avia ns 
CG CG. CM, NG, N 

Cloud with the silhouette of a bird 
1 7 1 Arborea/Olympus/Arvandor; Ysgard/Ysgard/AII- 

heim 

Aerdrie Faenya, the elvish goddess of the air, is the race's ex¬ 
pression of freedom and impulse, She's also the power of 
weather, and she delights in creating unpredictable atmos¬ 
pheric conditions across her portion of Arvandor, Sri 11, site's 
friendly enough - but a body has to find her first, Aerriric 
doesn't like being tied down to any one place for loo long. 


and her primary joy is in feeling the air rush past her, ihc 
ground thousands of feet below. 

She's far more chaotic than almost any of the rest of the 
Seldarine, and her worshipers and allies include ki-rin, lam 
masu, aarakorra, and any and all birds. Aerdrie is the closest 
thing I lie elves have in a goddess of fertility, but their devo¬ 
tion lu her Is considerably lessened by the fuel that she's also 
venerated by other races. 

The power's realm is so close jo the philosophical border 
between Arborea and Ysgard that il moves back and forth, 
sometimes part of Arvandor, sometimes part of Alfheim. Re¬ 
gardless, it's often a place of strong wind and weather, of 
howling skies cl ml force all but the be si fliers to the ground. 
Usually, though, Aerdrie tones it down a notch ur two, open¬ 
ing her realm to ail creatures of flight, making it a place of 
cool breezes and light spirits. 

Oddly, Aerdrie maintains almost no relations with other 
powers of the air, except for those who share a Love of birds 
and freedom. But most of ihc human and non human deities 
.seem to have other agendas and aren't as committed to the 
air or a via ns as Aerdrie is. 

The majority of her petitioners arc the avarlel* the 
winged elves, Fact is, they’re the only elves in whom the dis¬ 
tant goddess takes a keen Interest, ns they mosi fully match 
her vision of the mulliversc. The petitioners lloek around her 
floating palace, serving as guards and stewards for the airy 
power. 

Aerdrie’s proxies, on ihc oilier hand, lend in roam. She 
dispatches them to help creatures in need of freedom, sods 
held against Eheir will ur oppressed by law. Her main instru¬ 
ment in this pursuit is Willirn Fairfeather I Vxld avariel/l 15/ 
CM), a basher who, unlike the stereotypical chaotic and neu¬ 
tral berk, has lull possession of his faculties, 11's j u si Lind he 
chooses to use them in the quest for total freedom. Aerdrie’s 
given him the ability io create a wall of wind five limes a 
day, and he's never hampered by any kind! of storm unless 
it's controlled by a greater power. 

DEEP SASHELAS 

hitvrnivdifitr Ptun t, ''SYirfrir's Friend" 

Great ion, knowledge, beauty, magic, sett elves 

CG VVAl. MG.CG.CN 

Dolphin 

\ \ Arborea/Glynn pus and Ossa/E la van dor 

The realm of Deep Sashelas, god of the sea elves, is known as 
Elavandur. Depending on the power’s mood, il lies cither in the 
Sparkling Sea at the edge of Arvandor or somewhere In the 
wmcry layer of Ossa, However, a body can always use the 
Sparkling Sea to reach Eiavandor - a series of ever-widening 
caverns near the sandy bottom eventually opens over the great 
chasm where the deity dwells. Wherever his realm's found. 
Deep Sash etas constantly builds new islands, coral reefs, and 
grottos undersea, Unlike the other .Seldarine, he's rarely satis¬ 
fied with what he's done, and always seeks to improve it. 
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Deep Sashelas is a member (and some say the leader] of 
the amliidljlnurr, a grouping of non hum an st’jj powers. He's 
also good friends with Poseidon, ant] Man-] no tin mac Ur vis¬ 
its Elavandor on occasion- Aegir, the evil Norse god of the 
sea, is one of Deep Sashelas’s enemies, but I he power re¬ 
serves his strongest hatred for Sekolah jlhe Great Shark I and 
Paozurkl (the Enslaver}, Deep Sashelas si niggles constantly 
with these uvLJ gods, and it's ll rare day that finds him free of 
the mischief caused by one nr the other. 

His palace sits at Ihe hoticrm of a chasm, a construct of 
coral, gold, ami veined marble. While it's on the door of a 
deep sea trench, the water around is si ill pure and blue, fil¬ 
tering light all the way to the bottom. Chant is a body knows 
he's on (he verge of leaving Elavandor when the water 
around him starts (urnlug dark and grimy. 

Here's the dark of Ihe realm; Any good-aligned elf can 
breathe the water as if it were air. Alignment-masking 
doesn't work against the power of a god, obviously, so it’s a 
safe bet Thai any elf a body sees here (even a drow) works for 
good. 'Course, spells and magical items can Jet u cutler 
breathe underwater, so it's possible that a body could run 
into evil elves in Elavandor Pul they'd have to reach Ihe un¬ 
dersea realm before they could hope lo breathe in il, and ihe 
place changes location enough that it's doubtful whether 
they could make it that far. 

Currenlly, Deep Sashelas's favorite proxy is Ella Waves- 
daLighter [Px/9 sea clf/PlO/CG). The priestess is considered 
somewhat boring among her kind due to her steadfast devo¬ 
tion to duty, but she’s goi the soul of an artist anti ihe tem¬ 
perament of a porpoise. Her god's given her the power to 
swim jusi a little faster iham any undersea creature, and if 
she can touch the seabed, she can summon a water elemen¬ 
tal {] G Hit Dice] to come to her aid. 

EREVAN ILfS^Rf 

Intermediate Poucr. "The Cricks ter" 

Mischief, change, rogues 
CN CN 

Nova star wilh asymmetrical rays 
A rborea/O ly mpus/Arv ando r 

Erevan llesere is said Eo be one of the most fun-loving pow¬ 
ers in the rnultlverse, and there's very little indication that 
it's anything but true. As the pantheon's god of mischief and 
change, he’s revered by elf thieves ant] trick slurs: other elves 
find him too unpredictable. Still, he's fiercely devoted iu the 
heidarine, and the other elvish powers know they can count 
on him to come to their aid. should they require it, 

Chant is that Erevan's fancies are as Heeling as a desert 
rain, but the dark is that he's attracted lo cutters who make 
1 heir own luck. He doesn't much hold with those who con¬ 
stantly rely on him and his favors to gel by; a berk la^y 
enough to try that soon learns that Erevan's left him behind. 
But a body who relics on hirnseff finds ihal he's often 
granted a helping hand by the fickle power. 


Erevan's pan of a group of mischief-makers Dial in¬ 
cludes llarl Glilicrgold, ihe Uuglidhn, and other deities of fun 
anti fortune. He likes En play pranks with them {and on 
them), and as a result he s made a few enemies among the 
more serious and sober powers. 'Course, he doesn't much 
care; he's having a great time. 

When Erevan settles down in A rv an dor For a rest, he 
heads for it spot near ihe t’inarl, a community of elves anil 
rata tusk near a root of Yggdrasil, the World Ash. There, he 
mainiains a sprawling, shifting palace made of wood, stone, 
crystal, and whatever else suits his mood. The rooms don’t 
rearrange themselves for anyone who's inside, but ihe next 
time a body visits, he finds that everything’s different, 

Whafs more, the palace holds all of the tricks and traps 
thafve ever confounded or amused the deity. Erevan doesn't 
mind folks entering the place; fact is, he encourages cutters 
It] test their wits and skills againsl bis home. As long as they 
don't make any threats against the power, I hey TI be fine - 
they're even challenged 10 try to make off with lire van’s 
treasures. 'Course, ihe god likes lo dress down his valuables. 
Something that appears to be priceless may well be junk, 
while a dingy- battered object might be the (rue treasure a 
body's seeking. 

Rhine Mantrap (Px/9 clf/TlS/CN) Ls Erevan's roaming 
representative. She’s got the eyes to appraise any object of its 
value wiihin a few gold pieces, and she loves lo discorn lit 
folks by idling them exactly how much they’re carrying, 
how much they're worth, and how much they're hi'dy to be 
worth. Since this isn'l exactly a survival tactic, Filunc can 
also take siuulowfonti for two hours every day, 

f E N HI A R*E L meS + AMN€ 

Lesser Power, “Tin 3 [ tine Wolf 

Feral elves, scapegoats 
M CN V\ M : Arty N or G 

:-i . 11 ...u Elf eyes in the darkness 
I.imho/Frnnimar 

If Erevan Uesere's the fun-loving impulse in elf society* Fnri’ 
mard's the outcast, the toner wlio can't stand the company 
of other powers. He’s sullen and serious, a perfect counter¬ 
balance to Erevan. Fen mate! willfully withdraws to his realm 
on Limbo, and like-minded elves (lock to his side (though 
“Hock" ain't the right word; they really stmgqle to his side}. 
He teaches these elves how to spy. survive on their own, en¬ 
gage in deceptions and guerilla tactics, and use poisons to 
take down enemies wilb subtlety. 

Chanl is that Fenmarel was Lnilh's lover, one of the first 
lo be seduced by her power and her promises. But he lurried 
away from her before completely slipping over to the dark 
side, and she's never Forgiven him for [hat, Neither has Fen- 
maicl forgiven Lolth for the breach of faith with the elvish 
race, and thus he hates the draw and all they stand for, No 
draw are tolerated in his realm, Fennimar — not even those 
of good alignment. 
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Nestled away in the soup of Limbo, Femh mar’s ilte per¬ 
fect retreat for a hasher who's gotten sick of the hubbub and 
stink ol dvili^lson. The realm, tucked into in h rough range 
of mountains, holds its shape well; a body who walks its for 
saken woods can count on finding glades and streams, hills 
and valleys, sullen hermits and wild creatures of the Ibresl. 
Hut Fennimar’s a place that lets a visitor sit and brood in si¬ 
lence. Truth is, i he realm seems to protect ihose who’ve cosne 
to be alone from prying eyes and wandering feet. The land 
has no real burgs or buildings, only waystatlons where a berk 
cun find food and water (if he can't find them on his ow n). 

Apart front Avery Arrinson (Px/d human/R ] 3/Free 
League/CG], Fenmarel keeps a few other proxies rangers 
mostly - in the realm to keep the peace, Bui lew are ever 
spurted by mortal eyes. See, Fenmarel’s given his agents rIn- 
power to remain hidden in any sort of underbrush. As lung 
us they pick a spot and don't move from it, they've got a per¬ 
fect hilling place. Even animals can’t see or smell them, 

HANALi C£ LA N I L 

Intermediate Power, ' The Heart of Gold " 

vut : Love, beauty 

AL: CG WAl Any N or G 

Si uhi>l.: Heart of gold 

Hu-.il Pi i / Arborea/fllympus/Arvandor 

Ibe elvish goddess of love and beauty, lianaII Cebmil is one 
of the keepers of Evergrdd - the Fountain of Youth and 
Beauty - which she shares with other tike- 
minded powers (including Sune, 

Freya, and Aphrodite], Her 
worshipers include bulb elves 
and half-elves, all of whom 
celebrate her mysteries with 
desire and love. 

Hanali's a friendly 
blood, as far as powers go. 
but she rarely appears to her faith" 
ful. Instead, she likes to shower 
them with tokens oI" her pleasure, such as fin un¬ 
expected love or a discovery of a new joy, She’S patient and 
forgiving of minor transgressions, as long as the u[Tender's 
sincerely sorry. The power embodies the joy in ibe elf spirit, 
and most elves respect her even if they dotfi offer their com¬ 
plete worship. 

In Arvardor, Hanali dwells in a magnificent crystal 
palace, which centers around the legendary Kvergohl. She 
admits mortals to the fountain on occasion, hut only those 
who'vc served her for many years and brought glory to her 
name. If they haven’i — well, she'd sooner put ’em in (he 
dead-hook than share this bounty with them. 

Hanali’s palace is constructed so well that a single 
candle, placed properly within its cun lines, cun Illuminate 
ihe enlire crystal structure (and darken It just as easily if 
moved a foot to the left). A berk on the outside can't peer to 


Ihrough the crystal walls, but seeing from the inside out is 
like Looking through exceptionally clear glass. 

I la nali's proxies are a pair of elf twins - rare on any 
world - called Llewellyn [Px/d elf/F tft/CG) and Llyssa Long- 
leaves (Fx/9 ell/FlO/CGL They're the nil3male in mortal 
elvish beauty (though, nalurally, they canT rival the allure of 
their deity), but they’re surprisingly bum hie, See, the twins 
have the power to see the (rue beauty in the heart of every 
sod, so they've none of the arrogance that usually surrounds 
beautiful folks, What's more, Llewellyn can turn any smooth 
surface Into an enchanted mirror (a mirror of mental prowess, 
h mirror of life trapping, a mirror of opposition, and so on), 
and Llyssa can control any kind of (lowering plant site sees. 

LA B£ LAS £ N © RE + H 

Intermediate Power ; "Tfte Ujhjirer" 

w Time, longevity 
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s mi Setting sun 

H"mi Arborca/Olympus/Arvandor 

One-eyed La be I as Enure th is said to be (he power who mea¬ 
sures out the elvish life span and decrees when it should be 
cut. He doesn't worry about any particular individual, prefer 
ring lu see the race as a whole — fuel is, the si (.try says lie 
traded mi eye for die ability ro peer through time. It’s La betas 
who makes the elves nearly unblemished by the passing of 
the years, and he eases each new generation into ini under 

standing with (lie last. The 
deity confers wisdom and 
teachings on you tig and old 
alike, and he's 
rarely invoked 
hut often 
praised. 

Lnbelas is 
known to reside In 
Arvundor, but the 
exact location is 
dark. Some claim ills case is locked 
away under one erf ibe huge hills of the realm, while others 
tell that it’s ju si a vanishing lower, appearing only as a har¬ 
binger of trouble [or ns a portent of the appearance of a new 
leader among elf mortals). 

La be I as gets on well with the resi n f the Sri d urine, burl 
lie makes allies of few other powers. He and Chronepsis of 
ihe dragons have an understanding, and it’s said that labelas 
is looking lo establish Ik's with Sheki lies ter ft bough the naga 
deity is holding him olT at the moment). 

On the other hand, Label as is a well-known enemy of 
the powers of entropy, probably because his aims arc geared 
far more toward the preservation of mu iter than hs destruc¬ 
tion, A particularly vexing foe is Yeenoghu of the ghouls and 
1 ho gnolts, though other powers of the undent! also draw the 
Uf'egiver's wraih, 
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Labdas'si main proxy is 4a Ti>rilL:»n gold elf calk'd Vartan 
Hal Sylvar (P xft$ gold elf/PlG/CG), a mcmal brought from 
the Prime Material Plane to serve the one-eyed god. The two 
had a Tutting out some rime ago., hut apparently they've 
mended the bridges; Vartan now works with Lab el as quite 
willingly. Oddly, neither say that Vartan actually serin's I he 
power, hut only that lie aids Lahelas hy choice. And lor (his, 
Vartan can, at will, cause any soil he touches to immediately 
age 20 years (those who save versus spell lose only 10 years), 

Sf H AN 1 N £ m©©NB©W 

Intermediate Pouvr, 

"Daughter of the Night Skia " 

Mysticism, dreams, death, journeys, t ran seen tie nee 
Air CO WAI.- Any M or G 

Full moon, moonbow 

Arh o real t) iy m p us/ A rva ndor 

Alternately called the wife and daughter of Corel Ion, Seha- 
nitie is the mightiest of the Female powers in the elvish pan¬ 
theon. Identified with the mystic power of the moon, Selia- 
nine’s tears are said to have mingled with Core!Ion's blood 
and given life to the el Trace. The elves do not forget this. 

Sehanine watches over the dreams of the elves, keeping 
them from hami while in reverie and sending omens to pro¬ 
tect them front future dangers. What's more, she shares the 
power of life span wilh Lahelas Enoreth, and when an elf's 
ready to move on to the next world, she sends him visions of 
Ihc path lie must Ebliow to reach the homeland. It's ms won¬ 
der she's so well-loved by her charges. 

Sehanine shares Cnrcllons tower in Arvandor, spinning 
her wehs of illusion and care front its marble Confutes. Along 
with Label as land, to some extent, Corel I on), she makes sure 
ihat elves due For reincarnation move along to a heller form, 
and that el vert refuges on tiie Prime Material Plane are kept 
safe from intrusion. Those who are companions and allies of 
Cord!on tend to he friends of Sehanine as well. 

Outside of A rva ndor, Schaninc's proxy is a gendcrlcss 
cutler named Moonsilver {Vx}@ iieflitig/RlO/CG), the grand¬ 
child of n coupling between art elf arid a lanar'ri. Moon- 
silver's own mother - the direct child of the lovers — was 
eventually hunted and slain by fiends from the Abyss who 
resented the union. Feeling as though she'd been derelict tn 
tier duty, Sehanine raised Moonsilver as her own, The rief- 
ling's been given (lie power to become invisible at will, and 
is currently learning in catch a ride on a moonbeam, 

S©l©N©R T H £ LA N D I RA 

Intermediate Power, "Keen-Live" 

Archery, hunting 

CG V\ A i Any N or G 

• Silver arrow with green Hetching 
i A rhnrea/Olympus/Aryan do r 


Solortor The I an (lira is said to be the best shot wilh a bow in 
the multi verse, bar none. He might be the elvish god of 
hunters, but lie's also n god nf nature, charged with keeping 
a balance between civilization and wilderness, instinct and 
knowledge, savagery and domes!ieily. Thus, Sokrnor isn“l a 
mindless brute like so many other hunters; he stalks prey 
only out of concern for the overall balance. 

Snlonofs a serious cutler, and his followers tend in be 
so els well. His primary worshipers are elf rangers arid war¬ 
riors, though the belief of sonic humans also lends him 
strength. Whoever I hey arc, the god's faithful watch I lie bal¬ 
ance of niiiure carefully, for wilbnui it, they'd have nothing. 

The center of Solonor's domain in Arvandor is die Pale 
Tree, a magnificent while free with silver leaves that're 
thought Id have mystical powers. Uni the guti usually travels 
all over the realm, never staying long in one place, prowling 
ihe forests for ere alures that nets I 1q he slain or relocated, 
Solnnor's raut picky either way, unless his targets are drow — 
lie holds them personally responsible for the withdrawal of 
liis brother FeiniiLirel Mcsiarinc, and he punishes any agents 
of the dark elves or the Unseelie C ourt he can find, 

Solonor's closest friend outside the Seldarinc is Ullw of 
the Norse, though Artemis of the Greeks is also a frequent 
hunting companion, Me absolutely despises any powers that 
favor despoliation of nature, especially the Torilian deities 
Malar and Tains (he Destroyer, 

Solunor keeps no proxies, but he occasionally grants 
special abilities to loyal followers. Those who please him 
earn the right to move silently through woods anil settled 
lands alike, ,i gift that usually lasts for one year, 

♦ TH £ D R© W POWERS ♦ 

Driven from the lighted lands millennia ago when their chief 
deity challenged the might of Corel Ion Larethian, the drow 
now spin out their days in hate-fUled caverns under the 
ground. The dark elves scheme constantly against ihe crea¬ 
tures oiTight, and frequently against each other as well. It's a 
wonder they've survived this long. 

CILIS + RAEE 

Lesser Power. 'The Dark Moiifen" 

Song, dance, sword work, hunting 
s I CG WAI Any good 

Silver long sword outlined on silver moon 
1 1 11 Y sga rd/ N n la vel 11 r/S va rial file irn 

Not all draw follow the path of evil. Some of them seek to re¬ 
turn to the days of innocence and goodness, and follow 
Eilistraee, the Dark Maiden. She leads ihcm in revels under 
Ihe full moon, where they shed rhe weight of the evil years 
under her purifying lead, 

Ei list race’s moody and somber when she’s not dancing, 
for she hives beauty and peace. When she’s denied this, nr 
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when someone harms one of her faithful, a wild passion of 
anger ignites in, her. Though she’s usually subtle and under’ 
stated, Eihstraee ran act with precisely erased abandon. 

She rules the realm ofSvartalfheim cm Ysgard, some say 
with Erevan llesere at her side. It s a realm of eaves and 
drow, bul there's a feeling of peace and love that permeates 
the tunnels, even in the heart ol Ysgard. Her proxy is Ingrid 
Liausdoliir (Px/9 drow/M 17/Sign of Qne/CG), a high-up in 
Hie burg of Yggwyrd - Svartalfheirrt's center of shrines and 
spirits. A drew with a shining heart. Ingrid has the power to 
make her curses come true, and her voice is as seductive us 
that of a sirine, 

K1 A RAN S A LE £ 

Dt*m ipowtT, "La dy of t h e Dcad ” 

Undead, vengeance 
\i CE WAL CE [drow | 

v. viu* Female drow hand with silver rings 

Hi' Abyss/113/Th ana t os 

Kiaransalee, the drow goddess of the undearl and vengeance, 
has recently seized a new home in the Abyss, casting her 
predecessor into the Astral void and turning his undead ser¬ 
vants to her own will. Now she sits and hroods in her realm 
and plots ways to Free herself of the dominance uf Lohh. 
She's what most murials'd call era?.y, hut there's no one 
barmy enough to tell her so. 

Kia rams alec has several known proxies, but she prefers 
to work on problems herself rather than trust someone else 
to do justice to her vision, Since she controls a multitude of 
undead, she’s got armies of bashers at her command anyway. 
Those who've been selected 10 he her proxies know that their 
days Ye numbered, and act accordingly - with nothing left to 
lose, they do what they like. Rotting .lack El 5 x/d tartar’ri 
| ha ban |/13D 10/Dust me n/CE) is l he steward of Kiaransalee’s 
palace in Naratyr, the City of the Dead, while Anisia of Fighl 
Eyes [Px/ 9 drider/Cl2/Dustm.en,/CEl tends the ensile known 
as the Forbidden Citadel. 

As a realm, Tha nates is totally Inhospitable. The natives 
are sods lhai were killed by Kin ran salee, and any berk who 
tries lo take a petitioner out of the area's likely to become 
one himself. It’s a place where almost nothing can grow, ex¬ 
cept for the heartiest molds and Fungi. Other plants brought 
to Thanalns wither and die, and it's rio wonder. The realm 
has no lire, no heat - nothing a living body needs lo nourish 
himself. Its a place best Id! alone. 

L© L+H 

Intermediate Power, 

“Queen of the Dean mirth Pits" 

Spiders, evil, darkness 
J CE WAL CE (drow) 

',n Black spider wiih female drow head 
I 1 Abyss/d fa/Lott h's Web (ihe Demon web Fils} 


LoJth (sometimes called LJolh) is the queen of all the drow 
powers, though most of them’d rather see themselves in¬ 
stalled as the high-ups. It's only through malicious cunning 
and subtlety that Lalth's held on for this long - that and the 
fa el that she's got her spidery spies and Eietidish handmaid¬ 
ens all over the place, and the other deities riare not crush 
them for fear of offending her. 

Fact is, E.olih's a tyrant, and not even her worshiper* 
and high prieslesses Love hen They fear her. yes. and they 
revere her. but they’d never Love her — nut in an eon of eons. 
What ibey love is the power she gives them, the promise dial 
siie’31 watch over them. Fortunately for the Spider Queen, she 
doesn't need Jove, only belief. And belief flows just as 
strongly front fear and respect 

Lilith's cruel and capricious, constantly turning one 
drow against another. She claims she does it lo improve the 
race, to make the drow strong enough to deal a harsh lesson 
to the surface elves, byi it seems just as likely that she does it 
because she tikes ro see pain and suffering. Still, there's little 
doubt that her draw art' growing mightier in the caverns of 
the Underdark, so iter methods seem to he working. It's die 
resi (hat's dark; no one who's talking will say exactly how 
Lohh plans on taking vengeance on Corel Ion and the resi of 
die Seldarine. 

Fter realm — called either Lolth’s Web or the Demonweb 
Pits, depending on who a body’s talking to — sits In due emih 
layer of the Abyss (refer to the map on page 10l|, It's a 
tangled, loopy mass of tunnels and web strands; if il could 
be seen from above, il’d look like a huge spiderweb. Lohh’s 
great iron fortress, in the shape ofa gigantic spider, is a mo¬ 
bile thing, crawling across the web to feed. Some say that the 
Fortress has its own will, white others swear that it s powered 
only by Loll h's desire. Whatever the truth, if a sod sees it 
coming, he’d best get out of its way. 

Lalth's Web opens onto a multitude of planes, wherever 
she has a stronghold of worshipers [i hough her priests must 
be female, any berk can swear his loyally). The quern's 
ynchlol servants watch over each of the gates; only the wor- 
(hy or (he condemned can iravel ihrough them with Loll h's 
consent. All others are loot! for the spiders so common in her 
realm. 

VHACRAUN 

Lesser Pihvck "I hr Masked God of Night" 

Thievery, territory 

VL: NE WAL ME [drow males! 

Vi \ ii Black half-m ask 

li' ii Carceri/Colothys/EJlaniath 

Whereas Lolth demands rccngniiion of ihe superiority of the 
female drow, Vhaeraun stands for ihe equality of the males - 
fuel is, his draw priests must be male, just as Loll h’s may not. 
I'll at might make a body think Vhiicruun’s ready to slant! up 
to Lohh and pull her legs off one by one, ‘Course, as he's jusi 
a lesser power, Vhaeraun's afraid of the Spider Queen, and 
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steers well clear of 
her machinations - at 
least openly. Instead, he tries 
to work against her in shadow, to under¬ 
mine her in silence, Meanwhile, from his 
realm on Career! (Lolth's faith fufd call it a hid¬ 
ing place], Vhaeraun looks to unite the other draw 
powers Eiga ins I her. Thus, his priests move quietly through 
draw cities and ilie surface lands, slowly gathering power for 
their deity's ends, 

Vhaeraun is also the power of thievery anti terrjlnry, 
and this is keenly demons!rated whenever a berk stumbles 
into his realm, Ellaniath is forever unknown to any plane- 
walker, because the god wipes 1 he memory of the place from 
the minds of all who visit it. Some say that's his ultimate 
form of theft - stealing a body's very essence. 

Vhaeraun's proxies keep themselves dark, coo. Since 
they work against Lollh, they don't want lu draw a Mcminn 
to themselves or make their identities public. The only 
known proxy is Alllnzir Gi’LetTa (P xj<$ rir owff^/Revolu¬ 
tion ary League/NE|, a subtle schemer who can fade into the 
shadows and isn't bothered by tight. As for the rest of 
Vha era mi's proxies, folks know only chat they're exclusively 
male drow, Etnd I ha I they possess abilities related to true 
seeing, thievery, catlike grace, and striking creatures hit only 
by magical weapons. 


ZJ NZERENA 

Dcmipoirer, "The Hunted” 

■ ■ • i Chaos, assassins 

\i CE \\ \ \ f>o worshipers 

s "i Black cloak and short sword 
li Prime Material Plane (Tori!) 

Zinzerena has no followers of her 
own yet, nor has she even estab¬ 
lished a realm, She's cunrvnily being 
hunted by the other members of the drow 
pantheon, for she doesn't play by their rules. Right now she’s 
hiding out on the prime-material world of Tnril, in the drow 
city of Menzoberrarizan, and chant is she's behind the cur¬ 
rent chaos in chat burg (though it's more likely that Lolth is 
the real culprit), 

Zinzerena is evil, amoral, and totally beloved by the 
drow who wish to throw off the shackles of the matron 
mothers. As the pacron of assassins and chaos, she teaches 
(he value of cruelty, steaIth, misdirection, and survival by 
any me:ins necessary* Zinzerena s relatively new to god hood; 
she started out as a mortal drow heroine and drew enough 
belief from the people c,u raise herself to divine status. But 
she hasn't shaken off all echoes of her mortality, and thus 
she's chained to the Prime Materi:d Plane. 
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Far to the north, in the lands of snow and ice, fiery s-ieits- hum in the 
dark the aurora borealis plays about the sky like flaming spir 
its, and reindeer fife the wolves across die frozen tundra. Here, in 
the land of the midnight sum, the Finns make their home. 

On the harsh territory and across The steppe, the frigid winds 
howl, 1st the voice of the air, the Finns heard spirits; in die crack 
of the ice, they selw iheirgnds arise. What's more, the semi nomadic Finns came 
inlo contact with many, many other cultures. They twisted and 
changed die myths of their own homeland to accommodate the 
legends of the outsiders, creating new stories 
from the fusion of the two. 

And thus it is that the Finnish 
pantheon rose from the campfire stories 
of spirits and sorcerers and the myths of 
mlicr lands. 


The Finns don't have a particularly strong pantheon, Perhaps that's be¬ 
cause they don't Focus on the prevalence of powers in I heir lives. 
The people aren’t really active in the worship of their gods, in¬ 
stead Simply accepting the powers as a given in their day-to-day 
existence. This ain’t to say the Finns don't revere their powers; 
it's just that they're not as fervent Lit their beliefs as many of ilu« 
• + ti e SUfTl R i A N S other mortals in the muitiverse. For the Finns, it's not a matter of faith 


— kira me i n, 
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it s just i he way things are. 

What rile Finns do revere are their heroes. The ones they’re particularly fond of are the cut 
lers who succeed, and they imagine that degradations and villainies befall the sods who fail, 
Sure, it's a pragmatic way or Looking at the world, but then again, the Finns lead a dangerous 
life, what with she cold and lack of food and everything else. They just don't have file time or 
inclination to romanticize their heroes or their deities. 


The Finnish Powers 


A hlo 

Grenier 

Seas, water* 

m>j 

Greater 

fivil 

fl mat hi 

1 l ssri 

Mol he is 

l oviamr 

1 lemipowcr 

fain. Hjiuai 

Mielikki 

Lesser 

Nature, forests 

SlUMa 

Ikiflipowet 

Ih'iVlh 

1 LiuncUn 

U renter 

l hr undei ■ hi id 

Tuoni 

Greater 

The underworld 

Ifkkti 

ti renter 

Sky, nit, went hep 

i [niaruh 

Leaser 

Sleep, diennts 


The Finnish pantheon doesn't mess about too much in the affairs of mortals. Tht> powers 
prefer to keep tu themselves, aiding humans only when the sods need it most. See, the gods 
have their own struggles - mostly against titanic creatures nf darkness that constantly threaten 
to devour the moon, the .sun, and the stars. Still, it’s well known that the high-ups of rhe pan- 
theon have no qualms about mingling with the mortals or sending their agents tu do so; most 
of the heroes of Finnish legend arc touched wilh divine blood one way or another. 

Another reason for the pantheon’s small influence: Its gods are scattered across the Outer 
Planes. Not many of the Finnish powers care enough about each other to make a stand lor or 
against their brethren; only a few seem to worry that they're slowly vanishing from existence. 
Fact ls, gray beards across the plants take great interest In studying the pantheon The powers 

seem to he letting themselves fade away. One or two of the younger 
deities struggle against this fate, finding themselves footholds on 
worlds where they've never been heard of before. The rest, appar¬ 
ently, no longer care what happens to them, and Atiubis may have 
himself some new visitors tin the Astral sometime soon. 


♦ THC P©W€RS ♦ 

Not even the Finnish powers themselves know their exact origins. 
Some of (hem, it's said, rose from the rank of humble spirit to their 
current exalted status, while others have just always been. Whatever 
the dark of their birth, they're nil here now, and it's nut likely that 
any current mortal, no matter how heroic, will ever join their ranks. 
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Greater Power, "King of the Seas " 

1 Seas, waters 

A± NCt TA‘ VI ; NG 

Rippling wave of water 
11 Elemental Wuler/Curling Wave 

f ■" Alanoin (Px/c? huiiiun/Blfj/Rrec League/NG); 

the Water Dwarf (Pk/eJ dwarf/FlG/LG) 

Ahlo. ihe water god of the Finns, takes little interest in the 
matters oft he world. He's more content to keep himself oc¬ 
cupied in his realm, pondering the matters of wave and eur- 
rent. Still, lie can be mused from his contemplation by suit¬ 
able sacrifice* and if lie's moved to action, be sends either 
Alanoin or the Water Dwarf rn take care of matters. 

His realm,, known as Curling Wave, is a place of flicker¬ 
ing blues and greens, filled with fish and areas. Larger whales 
occasionally slide Lhrougb the realm on their way to deeper 
pastures. Sea elves are infrequent visitors, and irs fact, the 
only regular humanoids there are Ahto's water-breathing pe¬ 
titioners, who build undersea castles out of coral and shell. 
Bui their number is slowly waning as I heir god absorbs them. 

H I IS! 

Greater Power, “Lon! of Darkness" 

Alii Evil 

AL:CE W\L:CE 

Si i Lightning in the night sky 
lb Prime Material Plane/the Wether Lands 

> I' ui None fall evil creatures) 

Hi isi's a basher with no earn for the scurrying creatures of 
mortal lift 1 span; he's preoccupied with evil, and uses other 
sentient* only as a means to further his wicked visions. He 
can empower any evil cm a lure as his proxy, and the sods have 
only one chance to resist him (by making a saving throw ver¬ 
sus spell at 4). Truth is, though, Hiisi doesn't keep permanent 
proxies, He kills them off before long to reclaim every last 
drop of his strength - the god hates doling out energy, 

Httsi's realm resembles nothing so much as the under¬ 
side of a tree-covered hi]I, and it appears on the Prime when¬ 
ever he believes the other powers aren't watching him. Roots 
dangle from the ceiling, water constantly drips someplace 
just out of eyesight but always within earshot, and the smell 
of rutting, dank earth fills a body's nose. It's a dreary place, 
and indescribable creatures (Hiisi's petitioners) drag their 
way through the lower reaches of the realm. Most berks who 
come here never leave again, It ain't pretty, 

ilftia + ar 

/rsser Poirer, “Doughter of the Air" 

viC Mothers 

M : LG WAI Any lawful 


v ’i 11 Looped cross 

i 1 Prime Material Plane (wanders) 

i. r \ii Vainamoinen (Px/d huntan/Fal 2 G,Il 2 i/LGJ 

I [malar, the goddess of mothers, also happens to he the 
mother of the greatest herd of Finnish legend; Vainamomen. 
Cham says the other powers of the pantheon have such re¬ 
spect for her son (and owe Iter so many favors) that (here's 
nothing Lima tar can’t gel from them. She’s too honorable to 
use that influence unduly, but there are times when the mor¬ 
tals under her protection need her help. 

Her rcairti exists only within her aura. She travels across 
the lands of her worshipers, seeking to alleviate the pains of 
motherhood nnd answering any cliII she can. !f summoned 
unnecessarily, llmatar visits bad luck on the sod who tailed 
her. Otherwise, site performs her service |in disguise] and 
vanishes into the place whence she came. 

L©VIA + AR 

Demi power, “Maiden of Pain" 

A C Fain, torture 
M : LL WAL: Any evil 

White dagger in pale hand 

I I G ehe n na (Mu ngoth/□ n dt la nd 

l it Aerie Redson (Fx/rf human/Flb/NE) 

Lo via tar's one of the two Finnish gods making an effort to 
stay vital. Both she and MLeiikki have sworn not 1o give into 
the wasting apathy that seems to afflict the other powers of 
the pantheon, and both have wormed Lhemsclves into the 
hearts of mortals on the prime-material world of Toril. There, 
Loviatar is a lesser power, not a de mi power, and her height¬ 
ened strength in that crystal sphere may eventually cause her 
to abandon the Finns for good. 

As the mistress of pain, Loviatar relishes in the feel of 
the knife sliding between layers uf skin, muscle, and bone, 
anti the cold caress of the freezing wind from the sea. She's 
cruel and capricious, and she can make any berk who of¬ 
fends her Instantly re-experience the worst suffering he’s 
ever known. 

Her realm's called: OndiLmd, and it’s a wasteland of ice 
and snow, filled with carnivorous caribou and packs of dire 
wulvcs. it ain't a place for the unprepared, and while it's got 
its beauties (such as the aurora over Loviatars palace), a 
hody’d do well to remember the nature of the power here. 

m ICUK.K.I 

/rssrr Power, "Mistress of the Forest " 

Nature, forests 

AL: NG WAI ; Any good 

St mm Evergreen 

H o m i i Beast] a n d s/ K r iga I a/G rove of the Lin tear ns 

1 - I * Lemminkainen (Px/ef human/Bl ‘i.F lft,M 15/ 
NG); Hera (P xfS humaJl/R9,B5/LGl 
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It's said that Midtkki used to have ncs true realm, that she hid 
in the forests of the Prime and came out only to pus down 
despoilers of nature. Well, she's apparently managed to move 
up in the world n she rmw shares a realm on I lie Benstlands 
with Ehlontia of Oerth, 

That land, the Grave of the Unicorns, is fnr bigger on 
tht inside than out. The realm’s just a grove of trees that 
pops up in the midst of a forest. If a body's a friend of na* 
lure, he might spy a unicorn lapping up] water from a pool in 
ihe center of the grove; If he does, I he lush realm opens itself 
to him in full. (Animal petitioners of the plane whisper about 
sirring? burgs within the Grove, hut the truth of that's still 
dark.) A berk who’s not worthy won’t ever see the unicorn, 
and he can walk into the grove and right out again without 
ever knowing where he is. 

Obviously, Mielikki watches over rangers, druids, and 
their ilk. Like her relative Loviatar, she’s joined the Faerunian 
pantheon in an effort to keep herself strong, for Tnril has 
many nature-lovers. And it seems to he working — to the 
people of Toril, Mielikki is an intermediate power. 


gray tnisls and shrieking winds, a joyless realm among the 
already bleak caverns of Pandemonium. The powers’re af¬ 
flicted with the same apathy that pervades the rest of the 
pantheon, and their realm reflects this, fill I of sods who'vc 
lost all desire and sense of purpose or meaning. 

Perhaps Tuoneliir and TuoniTe better suited to life on 
the Gray Waste, but they're jealous of their domain. It's even 
said that I’urmi [who oversees spirits journeying to their final 
reward) occasionally travels to the Prime m reclaim a deader 
that's been taken from Juonela. 



His wife Tuunetar, an ugly old hag, 
is Vainamuincn’s most hated 
I be (or vice versa). Either 
way, (he Crone of Death 
goes out of her way to make 
life difficult for the proxy and 


son of Ilmatar, 


UKK0 

Greater Power, “Chief of the Kaleeula 


SURIT1 A 

Demi power, "The Angry Chib " 

Death 

\l ML WAI Any evil 

■i Withered oak branch 
III i : CEirceri/fMbrys/wanders 

l ii Lotihi oE Pohjola (Px/2 liellitig/P iO,M1S/LL| 

Surma's a wandering power of Career!, imprisoned on lire 
plane hy Ukko in an effort to keep him at bay. Ever since, 
.Surma’s been slowly slipping snlo obscurity, and that fuels 
his rage till the more. He can’t escape unless Ukko sets him 
free, and Ire’s nos likely to gain any more strength - the 
other Finnish powers do a fine job of keeping Surma’s name 
from being spoken on the Prime. 

Surma roams the first layer of Career!, challenging: 
every basher lie meets to a fight leaving undead in his wake, 
Ef ei challenge is refused, Surma tracks the “coward" down 
later and kills hint in his sleep. Some day, though, the 
de mi power'll either run into a blood too tough lor him, or 
else jusl drift off onto Ihe Astral Ln keep company with Ihe 
corpses of other failed gods. 

TU©NE*AR AND TUffiNI 

Greater Ptuvers, “The Keepers of the Dead" 

The underworld 

vl CL/CHCEl CE/any chaotic 

Decapitated head/dub in fist 
U mi i Pandcnionium/Paridesmos/Tltoncla 

Kuilervo (Px/tf hiiman/F19,M0 + Tia/CN[El) 

These Iwo powers of the Finnish underworld malntEiin their 
residence in Tuonela, the Land of rhe Dead. It's a place of 


1 Sky, air, weather, avians 
■ LG ■ 1 Any good 

Flaming swurd 

By top ta/Shu rrock/unknown 

Air maidens (Tx/9 tiefling/C7,Fl6,M7/LG] 

Ukko is the chid power of the pantheon, bill lie keeps himself 
aloof from affairs unless those he loves are threatened* Usu¬ 
ally, only extreme danger to the Prime can rouse him from la is 
meditations on existence, and even then he sends one of his 
air maidens to set things right. Some say that it's Ukko's 
“guidance" that’s causing the pantheon to fade from sight. 

His realm's known to he in the layer of Shurrock on By* 
tnpia, hut no blood knows where to find ii. Apparently, Ukko 
desires solitude. 

U N+AfTI© 

Lesser Poiecr, “ The Dreamer" 

1 Sleep, dreams 
M H v. U N 

s mi i Closed eyes 

Out lands/the Sleeping Lands 
None 

lint a mo is the lord of sleep for the Finns, and it's said that 
anyone who enters bis On Hands realm [near Tvashtri’s work¬ 
shop) falls instantly into the power's dream, to be released 
only when Untamo wills it. For some, the dream ends 
quickly. Far others, it never does and never will. 

Clearly, Untanio doesn't like b] he disturbed, and he 
punishes any sods with the temerity to do so, unless they 
ag it e it] serve him el ntl his whims tor a y ear. Those who 
agree are usually granted the power to cast sleep as a mage 
of 10th level, four times a day. 




I his chapter’s devoted to tlie small folk of the planes, the cutters wluTve best learned the value of a sharp 
mind, si silver tongue, ami a good pair of fast legs (for occasions when the first two fail). Most gnomes and 
h.riflings know they stand link- chance of defeating bigger, stronger foes in direct com hat, set they rely on 
fast talk, trickery, misdirection, and all sorts of other activities that fall on the gentle side of cross-trading 
skills taught them by their powers, 




Hidden in the burrows of the forest, locked away from prying 
human eyes and kept from the knowledge of most mortals, dwell 
the gnomes. They're a race small in stature but large in heart, their 
minds quick and their imaginations spry. Did the gnomish powers 


come into being from the good-heartedness of the gnomes? Or, as the 



gnomes claim, did Garl Gliilcrgold discover a cavern full of 
wondrous gems that spawned the first members of the race 


when he polished and breathed upon 



the precious stones? h r s a moot 


jjoint; both powers and mortals are 
here now. 


It's no dark that, with a mindset like 
that, ihe gnomes aren't loo intcrcsied in 



delving deeply into the mysteries (they call it " fool is 1i- 
riess") of philosophy and metaphysics. They concentrate more on ihu living of life than the investigation 


ofil, 'Course, that's not in say the gnomes aren’t curious about what life holds for them, fheyVe got keen 


penetrating insight. Fact is, some of 1 hem like in study and poke ll mailer to death, hut they’re the (toler¬ 
ated) exceptions, Most just figure ilieir time's better spent on matters other than introspection. 


THE PAN+HESN 


The gnomish pantheon, led by ihe power Garl Glniergold, .exemplifies the traits of curiosity, exploration, 
and a hearty sense of humor. It's no accident that gnomish mythology begins with Garl discovering his 
followers white exploring a new cavern, and then, of all tilings, telling them a joke before turning them 



the things that gains them lifelong allies or eternal enemies. Some bashers appreciate a good joke; others 
just don't gei it. 

Another hallmark of the gnomish pantheon is that their myths teach I hat it's better io trick and em¬ 
barrass a foe than to kill the berk outright especially IF he's logger. Oh, the gnomish powers have little 
doubt fin their own minds, at least) that they could take out any sod who tried to give them the laugh, 
hui they'd much rather spring a peel to make him regret he'd ever done it. 


I'hat might be why ihe pantheon’s made some ene¬ 


mies among the evil humanoid sects. That's a 
run] fitly, Sec, the gnomes recognize ilie need for 
balance more than almost any other mortals. 


SECURI + Y AND C© HI F© R + 
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and they'll keep an open mind toward any cutler 
who comes their way, no matter what lbs race, hoping 
that he'll gel over his pride. It's hard to remain friendly 
to a berk of a kobold who’s been so Filled with barmy 


- VCUSAN CURl+©€, 
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nonsense ilnai he a!lacks any gnome lie sees, but (he gnomes'll try. 

On the oilier hand, the pantheon’s also earned iis share of supporters, No less than the Daghdha of the 
fells appreciates the humor of the gnomes, and he'd likely protect them against harms put forth by other 
gods. Erevan llescrc oT the elves claims Friendship with ihe gnomes els well, and while he might not be the 
high-up of his pantheon, he's certainly gol influence with the others. In fact, most all the trickster gods as¬ 
sociate with the gnomes in one way or another, and it's a sure bet that they've got unseen supporters. 

That kind of support is important to the gnomes; as a race, they prize companionship dearly, Most 
all their powers have a constant traveling companion, whether it be a raccoon, m axe, a golem, or what- 


♦ SOfi + 













ever. As hmg eis a body's gut a friend E(» share adventures 
with, ihat’s the important tiling, The gnomish faithful take 
this lesson dose to heart, anti it's a rare day that a plane- 
walker sees el solitary gnome, Why, even the gnomes of (he 
Underdark (the svirfnrhli, or deep gnomes] are friendly cut¬ 
ters, They've gul none of the animosity most Underdark 
races have toward those of the light. They simply believe 
they’ve been granted gifts to let them discover treasures otit¬ 
ers'd miss. 

There's no denying it: The gnomes are one of the most 
cheerful races of the multiverse. 

T H € G© LDfE N HILLS 

This realm, nestled into the rolling terrain of Doth ion on Hy- 
tppia, houses just about all of ihr gnomish pantheon's pow¬ 
ers. The only blood who lives elsewhere is Lfrdlen, the god of 
evil, who dwells in the Abyss. 

The Golden Hills are really jusi seven hills in the heart 
of Pothion, one for each of the residing powers, bach is a 
realm unto itself, brought together in one large, unified 
realm under the guidance of Garl GlitiergoLd, GtirJ himself 
maintains a hill, but 
he prefers to wander 
all over the realm, 
usually in disguise, 
speaking to travelers 
and learning the at¬ 
titudes and feelings 
of rhose who visit. 

Everything in 
the Golden Hills is, 
as the name sug¬ 
gests, lighlly tinted 
with gold, a bur¬ 
nished sheer that 
glows in the lighl of 
the setling sun, 11 
ain't worth any money, but it sure is nice to look at, 

The petitioners of the realm are friendly and open, never 
turning down a polite request for help or sustenance. Indeed, 
this is one of the few places in the cosmos where a body's as¬ 
sured of a warm reception. He ntighl Tint] himself the butt of 
a few jokes, hut if he can’t handle thaL, he’s gut no business 
being here in the first place. 

♦ THf GNffim I SH P©WERS ♦ 

Though G arl GlillergoJd's I he nominal leader of the pan- 
the on, he's pretty much a free spirit. Me allows the other 
powers to do what they like, but they all more or less match 
his vision anyway. 

The gnomish pantheon is one of the most involved with 
its worshipers, and that harkens hack to the earliest days of 
creation. It's said that while the gods of other pantheons 


chase to grant their followers special skills, habit a is, and 
other perks, Gad and his companions chose only the right to 
interact nearly directly with their believers, 

GARL GU+ + €RG©LD 

Greater Foivcw “The Joker " 

Protection, humor, trickery, smithing 
LG Any N or G 

Gold rtugget 

Bytopia/Dothion/the Golden Hills (Glitterhomel 
Gemma Feldspar (Px/9 gnome/ltl lO.TM/NG) 

The leader uf the pantheon, Gart’s a gentle soul, one who val¬ 
ues quick thinking and a clear head more than almost any 
thing else. Though physical prowess and spiriiual might are 
important, nothing’s more crucial than keeping it all in per¬ 
spective, He insists on cooperation among the rest of the pan¬ 
theon (and among the gnomish people), Etnd he'll da what he 
must to make it happen. Garl spends little time in his hill, Gtit- 
lerhome. preferring to roam the realm as a watchful protector. 
The power's also a mischievous trickster, said to have 

the largest collection of 
jokes in the mullivrrsr, 
and he's always got 
one appropriate to the 
situation- He usually 
carries plenty of props 
for his illusions and 
practical jokes; he 
never knows wltert 
they might come in 
handy, ’Course, he also 
carries Arum din a, his 
intelligent battle-axe, 
and the sight of the 
gleaming weapon's 
probably encouraged 
more than one victim of a joke to laugh it off with good 
humor raiher Ehar gel loo mad, 

B A€ RVA N WfLDWAND€R£R 

Intermediate Poivcr, “The Masked Leaf' 

Forests, travel, nature 
,1 NG Any N or G 

Raccoon's face 

Bytopia/Dothion/the Golden Hills IWhisperkaf) 
Chiklikka Fastpaws jPx/9 giant raccoon/HD 
10+lo/HG); Bright flash Dceppockets (Fx/o gnomeff 12, 
I11I2/NG) 

Bacrvan, power of gnomish wanderers and thieves, is tbe 
closest thing the race lias to a druid. He loves oak, trees and 
Eill forest animals, and is always on the lookout for the con¬ 
cerns of the wild (though he still keeps a dose eye on his 



Thet Cncjulinli Powers 


Baer van WiKlwarnli-Tet 
Baraviir \ loakshildow 
I hi mini Steelskin 
Gaeidal Imahand 
Gut I Glillnvylil 
Nebi Inn 

Segqjap F’an heal let 
Gixilfp 


Utlcrmcdiate 

lesser 

hili-i mnlMii 

lesser 

Greater 

l.esver 

liiiemvi'diiitt 
ll i It-n Mediate 


I-to fids, travel 

Illusions, dn. L-ptlon, pri.Meii.ioii 
fairing, I’hrtfss. ■mnihrng 
Virji.niti^'Hb5Hfnbat, pi no. ijuii 
P ron \ tiim. huirior, trickery 
Invnifidiis. good lock 
Farth, nature 
lileed. blood lust 


Svu-fuebli (Diiisp Gnomes) 

^alliirduritrii Shum ulnhands Ini c ruicd Late Pmieeiiun, earth. mining 
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gnomish charges}. Like most gnomes, Baervan's gentle, 
good-natured, and mischievous, hut his tricks are much 
more pointed. If he wants to send someone a message, he 
does it in (he form of a joke, 

Barnaul's realm is called Whispcrleaf, after the great 
oak planted an his hill. A cozy eottage nestled an top at the 
mound looks small from the outside, hut it’s large enough 
within to hold ail of the power’s petitioners. Any nongnome 
who visits Whisperleaf finds that his load's been lightened by 
an item or two; if he wants his goads returned, he’ll have to 
find a way to play a.joke on one of the residents. Wo other 
way'll do it. 


some tricks suspiciously like old ones - but just different 
enough to give an overconfident berk a real shock. 

fLANDAL S+EELSKIN 


Mining, tit ness, smithing 
NLi I Any N or G 

Symbol: Flaming hammer 

Bytupia/Dothfon/the Golden Hills (the Mathral 

Forge] 

Gilliana Heat forge \Pxf9 gnome/Fl4/LG| 


BARAVAR CU©AK SHADOW 

l.t'SMT F'()fl r £ f R. //Jr 1 Sfv 


FI uncial's one of the finest and strongest smiths in creation. 
Some say that he and the dwarvlsh powers helped create the 


Illusions, deception, pro¬ 
tect ion 

NG Any M or G 

Cloak and dagger 

Byttipiu/Duthion/the 
Golden Mills (the Hidden 
Knoll} 

Tillaran Gilgaw 
(PxM griomc/T] 3/NG) 

Baravar is, perhaps, one of the 
more brutish of the goad' 
aligned gnome deities, lie's got 
a genuine dislike for the gab li¬ 
no id powers and races - he just 
doesn't think they can be re¬ 
formed — and he proves it at 
every opportunity. Still, he fol¬ 
lows Garl's lead in supporting 
trickery over strength. In addi¬ 
tion to encouraging the arts of 
disguise, stealth, and spying, 
Baravar creates traps and illu¬ 
sions of Incredible depth and 
cunning. 

Fact is, the entrance to the 
Hidden Knoll, his realm in the 
Golden Hills, is filled with tricks 
and non lethal traps; a cutter 
who can get past them riot only 
avoids embarrassment hut also 
gels a pick of one of the trea¬ 
sures stashed away within. A 
berk who gets caught by a 
irap'll be freed eventually, 
’Course, a body shouldn't count 
on the same traps being in 
place every time he visits the 
Hidden Knoll, Baravar con¬ 
stantly changes them, making 
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craft, and that human 
smiths just tagged along 
for the rifle. RegardIrss, any 
grumes involved in nicial work venerate 
Flandal, and hope to approach even the 
tiniest portion of his skill. ’Course, the 
deity’s huge nose gives him an edge at 
smelling out veins of precious ore. 

F Linda Is realm in Dfiihion is called I he Miihral Forge 
(see the map on page 109). It's place of fire and heat con¬ 
cealed beneath a hill that seems to breathe with every swing 
of FI a tidal's hammer, so powerful are his arms. He shares the 
realm with the Japanese deity Ania-Tsu-Mara, and often 
trades secrets with the other smith gods. The tunnels of the 
Miihral forge arc also snid to wind beneath the soil of many 
oilier planes, though only a worthy gnome can. walk the pas¬ 
sages without getting hopelessly lost. 


the time he made a blimp out of the tail he stole from Sc- 
tmtanya, the iizFtrd man deity. Thus, Ncbcluii’s also beloved 
of plariewLilkers brush enough to dare the impossible. 

He splits Ids lime between the Workshop (his home in 
the Golden Hills) and ihe Olympian forge of Hephaestus, 
Greek god of crafts. Really, though, Nebelun wanders as his 
nature dictates, and us ihe powers of either pantheon ask. 
He’s irrepressible, and lew d have him any other way. 

5 E G <& | A N CAR+H CALLER 

Intermediate Power, “Parihfncnd " 

Vi it’: Earth, nature 

Al IMG WAL: Any N or G 

s in" Glowing gemstone 

H Bytnpia/Dothion/the Golden Hills (the Gemstone 

Burrow} 

Kmiv ’ " ii Baituk Stonethrow (Px/d gnome/Pll/l-G) 


GAERDAL IR0NHAND 

Lesser Pouter, “The Stern " 

' Vigilance, combat, protection 
AI LG WAL: LG r IN 

Iron band 

Byropia/Duiidon/the Gulden Hills IStronghaven] 
Szetrteade Fierceyes (Pn/ 9 gnomc/Fl5/LG| 

Gaerilal Ironhand is the most dwarflike deity of the pan¬ 
theon, rarely smiling and fiercely intense. He's got no use for 
tricks, jokes, or deceits — he takes bis duties as the protector 
of gnomish burrows very seriously, at the vmi of sacrificing 
a playful spirit. Still, this gamers him sober respect, Instead 
of the gentle affection that’s lavished on the other deities. 

Ills hill is called Stronghaven, and it's free of the deco¬ 
ration thal characterizes most gnomish homes. Its tunnels 
wind lii rough the hills, arul it’s so id to contain a maze that'll 
lesi the mettle of the canniest planewalker. 

NEBf LUN 

Lesser Power, ‘T he Meddler" 

inventions, good luck 
AL: CG WA1 : CG, NO 

r mi- . Bellows and lizard tail 

By to pla/ Doth ion/the Golden Hills (the Work¬ 
shop} ; Arborea/OLympus/Olympus 
f PBotkin I Unhands i?x(S gnomc/lll I4/CGJ 

Ncbelun's the schemer and planner of rite powers, the patron 
of tinker gnomes - which is shorthand for saying his 
schemes arc overblown and rarely work. Nonetheless, he de¬ 
lights in Invention and experimentation, and a body looking 
for success in building something new could do worse ihan 
to invoke Nebe kin's name. 

I ruth is, the blood started out as a mortal, and won his 
divine status through his many legendary exploits, such as 


Though he’s said to be ihe power of earth anti nature. Sego- 
jan is really more concerned with whim’s under the soil than 
above it. He's gut a strong affinity for animals, and any crit¬ 
ter that digs in the earth or burrow’s through it cart call Sego- 
jan a friend. Tlte power's so close to earth’s crealures, in fact, 
that emissaries from the animal lords of ihe lie List lauds often 
pay visits to his realm: the Gemstone Burrow. 

The hill's rumored to contain an endless bundle of 
crudely dug tunnels, anti perhaps even lost treasure hoards 
of the gnomes. Whatever the truth, the Burrow's definitely 
home to many trigging animals. Any visitor who wanls to 
talk to Segojan should give his message to one of the beasts 
instead - it'll carry word to the deity. 

U HDLEN 

Intermediate Power, "ihe Crawler Below” 

A g Greed, hlnodiusi 
AI CE WAL : Any evil 

v. '.ih' White mole 

Hi' i i Abyss/J99/the Worm Realm 

Know . Pro me s None 

Urdlcn's the person] flea Lion uf the evil in the hearts of 
gnomes, die impulse that drives them toward greed and ha¬ 
tred. It takes the form of a blind, hairless, deathly white mole 
that crushes life without regard. There's nothing it doesn’t 
want lo spoil and destroy. 

Naturally, Urdlen doesn't live wiih the nlhcr gnomish 
gods in the Golden Hills. Instead, it dwells In the 399th layer 
of the Abyss, in a place known as the Worm Realm a land 
of twisting, collapsing tunnels filled wilh evil gnomes, pur¬ 
ple worms, and other wicked underground creatures. Urdlen 
and the Abyssal power Zuggtmoy are supposed to have an 
understanding of some sorts, though it actually may he a 
feud. To most hashers, the doings of Abyssal powers remains 
dark, so it's impossible to tell what the truth is. 
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CALLARDURAN 5fTl©©+H HANDS 

Intermediate Pouter, "Deep Brother" 

1 Protection, earth, mining 
At N vvm N, NG (svirfnebli) 

t.j 11 1 1 L ring with star pattern 
I By lop i tt/ Do [ h io d / D eep li orr ie 

llniusmsh (Px/0 stone golem/HD 14/NG) 

Callarduran is the power of the svirfncbli, the rock-colored 
cep gnomes who dig mines and burrows far from their 
brethren. Elut Callarduran's no outcast, lie led his followers 
deep underground io entourage diversity among the 
gnomes, lie's on excel lent terms wish the rest of the gnomish 
pantheon - though he is, by nature, solitary - and he en¬ 
courages that ills faithful establish I rati e in id eom mu rural inn 
with the re si of ihe race, [On the other hand, he despises 
draw, nod charges his people tn drive away the dark elves 
whenever possible.) 

Cal lard Lira ns realm is called Deephoine, constructed not 
too far from the Golden Hills. It’s a place of oppressive 
weight above, where the rock groans with the tons of eunh 
piled ei top 31, Tunnels snake throughout the hill, breaking 
into caverns of astonishing beauty. 

In the center of the realm lies the hidden cavern of 
C’nlbmhjnin himself, where he keeps a massive stone slut's 
said to be aide io control any earth elemental, even she most 
powerful, Hie stone’s perfectly smouih, sanded over the ages 
by the god’s hands, 

♦ THE HALELINGS ♦ 

The comforts of hearth and home, a soft bed, and the com¬ 
pany of good friends; freedom from fear and need; the kind¬ 
ness of a word and the generosity of siningcrs - rhese Eire alt 
held dear by the ha I flings, called “the little folk'' by some, is 
it any wonder, then, (hat their powers exemplify these quad¬ 
rics. promoting s Lability, safely, and concern for nil ha I flings 
above all else? 

Most of ihe creation myths of the halflings are unique 
among the races oi'rhe mud Li verse. ThEifs because they tell of 
how they were a people without a god until Yondulla found 
(Item and ta light Lb cm belter methods of survival. Myths of 
other races usually tell of how the gods created the mortals 
or the people created the gods; very, very few legends sug¬ 
gest that each grew without the influence of the other. Of all 
the known races of the planes, only ihe halflings claim that 
they and their deities are together by mutual agreement, that 
tlie powers have as much obligation to the mortals as the 
mortals do to the powers. 

THE PAN+H€©N 

The ha riling pantheon is one of the smallest across the 
planes, yet also one of the largest. See, only n few divine 


names are known to all haiflings, but the residents of each 
burg place great importance on the local powers, the ones 
nearest io hearth ami home. Ihe ha I flings .just don’t feel a 
need to surround themselves with loo many shared gods. 

Truth io tell, [lie little folk have bucketloads of powers - 
known as the "thousand small gods" who aren't really 
more than spirits, if they’re even that. These so-called powers 
Eire usually in charge of the minor aspects of life, such as the 
successful repair of a door or chair, or the perfection [if a 
well-cooked roast, Eliese ain’t matters that a regular deity'd 
like to be bothered with, and that's why the hal flings vener¬ 
ate the Inca.] spirits, rather Hun the vusi powers of the race. 

Don't think tire half!trigs shy front religion. It's just that 
they don’t want to bother their powers with petly details, and 
besides, Ihe local gods scent much more connected with the 
cafes and concerns of each individual village. 

Some leatherheads sneer tltai the ha l Hi rig's are small be¬ 
cause they dream small. That's a load of bunk, -hist because 
most ha I fling cutters don't appreciate the "joys’' ofEidvcn Lur¬ 
ing, preferring to stay eh home and nurture their race, doesn't 
mean they’ve got no ambition. The baI flings have ns much 
spirit and spunk hs any of the other races, and it'll rise to the 
surface when they’re provoked, 

GREEN FIELDS 

As ihe head of the pamheon, Yundalhi chose Mount Celestia 
as the place to center the halfling powers, in the pleasant 
rc-Eilm of Green fields (nn Venya, the third layer), the battling 
petit ioners while away their existence in peaceful meditation 
and hard work, enjoying the fruits of their labors and the 
company of their fellows. 

Green Fields is home to Yundalla, Arvorecn, and Cyrrol- 
hdcc, who watch over their shared domain with a careful eye 
and an ear tu what folks Eire saying, They want to make sure 
that Green Fields is truly a place ul safely and repose. They’ve 
dune h fine job, loo. Any berk who harms a haifling here suf¬ 
fers identical wounds, and that keeps away the worsl sods. 

The realm's basically a colled ion oT haifling seillemenls 
nn the slope of Mount Celestia (see the map ori page J IT). 
The best-known burgs include Amberwell, Run berry Hills. 
Ciin die wood. .Vkirsum-un-Water. Thistledowns, and Turile 
Greek- The homes rhal dot the mountainside are built both 
above and below ground, in typical hallling fashion. And the 
powers themselves wander freely, seeing that all runs 
smoothly and making diem selves available to their people. 

In short |st) ui speak), Green Fields is a realm of equality 
and freedom. A body’d l 3 u well to remember that's wIleiI the 
halflings value most highly of anything in their lives. 

♦ THE HALfLING PffiWERS ♦ 

The Sin riling pantheon’s got none of ihe rivalries a body 
might expect, it holds no great powers of evil; the halflings 
look toother races for that. Indeed, the gods tend io work lo- 
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gel her, scaring jinrtaoli-ns and interests in order to present a 
unified I'rnni. Thai is, alter ail, lhi' only way lea gel "lug folks" 
to take them seriously. 

Every power in the pantheon takes threats to halfling 
well-being seriously, Loo, and they have no compunction 
about sending groups of avatars to defend their people’s vil¬ 
lages. They've learned tliEil a show of force is often lhr best 
way to frighten oil enemies, 


Fields drilling elite groups of halfling warrior spirits; the 
Keepers. 

The god isri'L exactly a popular power, but he is re¬ 
spected and revered for his teachings. It's from him that the 
iialllings leurti let eanstruet ebdmriile sysU'ius of dele use a ad 
tricks and traps to defuse enemy charges. And it’s from him 
that they learn that a body who gives aid against a mutual 
foe is a friend Id be rew Eluded and I rusted. 


Y©N DALLA 

Greater Power. “The Protector and Provider" 


BRAN D® BARIS 

/. csser / } osi 'c r, “i 1 lisadremit re '' 


Protection, fertility 
LG AnyNorG 

Shield with cornucopia 

Mount Celestial Venya/Green Fields 

lllioa Hairloes (Px/9 halfllng/F JO/IG) 

Yondalla's, given plenty of gifts to her worshipers, not the 
least of which is her temperament. From her, the hallllngs 
have learned lo stand up for themselves, in defend their 
Immes and families, and to seek pcaceuhlr solutions or else 
turn their foes against each other arid slip away lih not iced. 

Yondalla ts a charming and persuasive power of peace, 
and though she can lake life and health as easily as she gives 
it, she never seeks out opportunities to harm those who don't 
richly deserve it, 


The Half Him Powers 
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I'hiitTHrjn. Win vigilance 

Sit .ill ji, (Ipevery. adverlUmoK 
Ffiendshtp. trust, home 
Nature, agriculture, wen I her 
F trill I, death 
Protection, feiirhiv 
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Intermediate Power. 


4 The Defender 


■I 


Stealth, thievery, adventuring 
\l N WAl Any 

I la I (ling's footprint 
Hu ii Wanders 

Elenai ihe Dim (Px/haining/T12/N); Ad- 
nias Feltfbot (Fx/J halfMng/TlQ/Free League/N) 

The power of thievery and triekery, Bran dob arts tig u res dial 
life's there to be explored, and so is a favorite among the 
(small} adventuring class of halflings. It's little wonder that 
he's usually port rayed as a young cutler, one who hasn’t yet 
learned the true ways of living. Still, he’s loved for his mis¬ 
chievous ways, his reveling and joking, and his ability to es¬ 
cape from any scrape, no matter how dangerous. 

Although he's good friends with both Garl Cl it ter go Id 
and Baervan Wild wanderer. Brand aha ris doesn't have a 
realm in thp Golden Hills, or sinywhere else for thin mailer. 
He usually spends time wandering through other powers 1 
realms, halfling or not, seeing what he enn set:. It's said lhill 
he occasionally seeks out mortals for adventure, 

C Y RR® LLA LEE 

Intermediate Power. “The Hand of Fellowship" 

1 Friendship, trust, home 
AL LG WAJ Any good or LN 

Open door 

l Mount CHestia/Venya/Green Fields 

Mosella Aittlul (Px/3 halfling/F ]0/Harmo- 

rium/LGI 


Protection, war, vigilance 
LG V\.\L: Any N or G 

Two short swortls 

Mulini Celcslia/Venya/Green Fields 

The Keepers [Pxfv ar halfling/FG-F9/LG] 

Arvo recti, a fiery gUEirditio of Ihe home, ilirmly believes in 
active defense. He urges his charges to keep their burrows se¬ 
cure, to he ready in case of attack, and io put down danger 
before it even reEtrs ils head. Though Arvoreeri stops short of 
advocating war, he's not shy about pointing out folks who're 
acting suspiciously - after all, they just might be evil in dis¬ 
guise, To this end, Arvoreen spends most of his time in Green 


Tile power of the home and hearth, Cyrnillalee is also a 
gentle protector of the halfling*. However, whereas Yon- 
tlalla’s concern lies with ihe overall race, Cyrrollalee cel res 
more for the sanctity of Ihe home itself Her reiil interest is in 
the hospitality, generosity, and kindness ha l Flings can show 
in others. Naturally, she hates liars, peelers, and (especially) 
cross-traders who'd break into a body's home. 

Cyrrollalee doesn't get loo involved in the day-to-day 
lives of her followers except on a small level, watching over 
the everyday events of the home. However, she’s keenly aware 
of what her faithful do. If roused, she can he a most fearsome 
foe indeed; any halfling whose burrow has been violated 
knows the feeling of Cyirollalee’s fury swelling within him. 
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Demiptnrer, “He Who Must Be" 

Furl Ik, death 
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is heel a peiyroyl's a quiet one, though she's rarely seen with¬ 
out Ft smile on her face and ei dance m her eyes. She's con¬ 
cerned with nature and agriculture, ami huw to maintain the 
bate nee between the two. A druid’s need to preserve wild 
growth Is just as important as a farmer's need to till the 
Helds, and Shecla’s Hie one who tries to see that they both 
get what they want. 

She's also concerned with the pleasures of life - feasts, 
revelry, romance, a ltd Hie general desire to live with passion. 
Her petitioners feel the same way; they all want to learn to 
live like Iheir deily, and they welcome Eimy blood who car 
teach them the path. 

Slice la’s realm, Flowering Hill, consists of a single or¬ 
chard and a wide farm. Her petitioners work in both sites, 
learning how to appease naLure and Lbeir bellies at the same 
time. They're an open and friendly sort, hut they get art 
awful Ini of invaders through their territory. Thus, they're 
careful (sometimes even peery] about who they welcome. 



The ha!fling view of life is so gentle and optimistic that even 
their power of death is a being to be respected and revered, 
but never feared, Urogalan is seen as a protector of the 
dead, not as a judge, and lie's pleased to play this role, 

I-oiks who die art- usually buried in the soil, and 
llrogalan embodies reverence for the earth itself [as 
opposed to what grow* in the earth). 

Fittingly, his realm is a cavern beneath 
the Helds of Premia, But it’s not filled with 
petitioners looking to merge with tludr 
power {Urogalan's not worshiped 
much by the hid flings], R Either, 
the sods that inhabit 
Sou I earth are simply deader* 
waiting fnr Urogalan to assign 
them to their proper places In 
the planes. It's not horrifying: 
it just is. 
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Wilh the genllc lap of waves against the shores, and the crash of the 
thunder among ihf c I uud-enshrouded peaks, the Greek powers make 
i hem selves known. Em ihr [hick i m iir-an levied woods amt on the sere 
olive-covered hillsides, a body can see evidence of their passing. Every 
aspect of nature echoes wilh their presence, and they've made a place 
for themselves inside the human heart, too. 

Born from the Inins, nf the Titans and (he grandchildren of Sky and 
Earth, the Greek powers soon carved out ihuir place in the mulliver.se. Their larger-than-life ex¬ 
ploits made them instant legends, their heady passions and dark doings spreading like the 

ripples of Oconnus. In the space of n few thousand years, they went 
from li minor collective to one of the most influential 
pantheons ori the planes. Now, with even more ex¬ 
perience under their bells, 
they've secured their 
foothold and look lo 
grow ever greater. This 
pantheon, called the 
Olympians a her their mountain¬ 
ous home, has grown so much that a 
substantial number of primes actually call the gods' home plane Olympus fas opposed, to ils 
proper name* Arboreal, If that ain't influence, almost nothing is. 
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flic Greek pantheon is oddly human, or else the humans under I hr Olympians are oddly god- 
like, flte usual debate over whether the mortals created the powers or vice versa isn't answered 
here: the Greek deities arc simply human emotion and reason incarnate. Even Athena, the most 
rational Olympian, has u supremely emotional side in her, and once her dander's op, there's no 
reasoning with her, fhe rest of the gods are even more emotional. Ifs pretty clear that the 
Olympians are tile embodiment of divine fury, and have made their names synonymous with 
the passions of Arhorea. 

Despite their petty jealousies and chaotic natures, the Greeks make up one of ihe greatest 
pantheons in the multivcrsc. When (hey set aside their differences and work together, it's obvi¬ 
ous that there's nothing they can't do. And they ilu uvercume (heir selfishness and work to¬ 
gether when need be, channeling their passions toward a common goal. After a 11, they over¬ 
threw the Ti la ns and east ’em into Careen. They linked Mount Olympus, one of the Great Paths, 

with all the worlds of their worshipers (they take credit for it, anyway, 
, l_ _pj £ p chough some folks claim lhal [he path existed long before 
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the gods arrived!. And in doing so, (hey sent a clear 
message la ihe resl of the planes: The Greek pantheon is 
a group lo he feared. 

Aside from the Titans, the Celts are the main rivals 
of the Greeks. The two pantheons work at cross-pur 
poses almost every step of the way. Where ihe Cells are 
open and accepting of new powers, ihe Greeks arc insular, preferring to 
crush new gods under their heel before (hey bring them into the fold. 
They figure the best way to show newcomers lhal the Olympians have the answer is to demon¬ 
strate the absolute might of the pantheon. Suffice it to say that they’ve made same enemies in 
their lime, and if all those enemies were to consider a simultaneous attack on the Olympians, 
there's a good chance the multiverse'd be one paniheon poorer 

For example, ihe Greek powers appropriated some of the aspects of the Egyptian deities, 
blatantly drawing from their rivals tn make ever more worshipers for themselves, Apollo, god 
of light, siphoned away many believers from [he sun gad Rn. The Egyptians, (hough powerful, 
couldn't stand up to ihe assault, and withdrew rather than challenge the Olympians. So it's 
Largely because of the Greeks lhal the Egyptians mi lunger occupy such a pro in bum I place in 
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the multiverse, and any blood worth the name knows jusi 
how well this sits with R[t, isis, anti the rest, 

Unlike some deities, the powers oJ the Greek pantheon 
aren't Lhtit interested in innovation. They appreciate the ex¬ 
ploration of boundaries, but just because a line's been 
crossed doesn't mean a body can't go back across it. Some 
addle-coves say the 
Olympians are cow¬ 
ards, living In their 
heads, afraid to 
move forward in 
time and technol¬ 
ogy. It ain't true; 
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nius knew only the indescribable rollings of Chaos - that wax 
the underlying prineiple of creation. From Chaos came Eros 
(the force of desire), Gaea (the Earth), and Night. Gaea's first¬ 
born was Uranus [the Sky), but site spewed forth many more 
creatures, including the Mountains, the Sea, and the nymphs. 

Then Gaea and Uranus produced children together, mix¬ 
ing rheir power and their attributes. 
Their first offspring were 
the 12 Greater Titans, 
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iTs just that they've 
found what works 
for them and ihcir 
followers, and they 
iIon"i want to tinker 
with a system that’s ^ 
brought them lhis far. i 
The forge of the 
smith Hephaestus is 
evidence eno ugh 
that they've got 
members who cre¬ 
ate and innovate. 

The Greeks just 
prefer to deal in 
the realms of the 
spiritual and emo¬ 
tional, 

Stilt, for each 
lioie the powers've 
come together on an 
issue, a blood can 
point to nine times 
they didn’t. The 
Olympians aren't very cohesive; they’re argumentative and 
proud, and neither trait is particularly conducive to making 
peace. When I hey get themselves worked up, they can shake 
their realm until no mortal warns to stand anywhere near the 
epicenter. 


Notable Titami 

Circa tn 

Greater 
Grcatri 

CircflK-T 


Iuve. beauty 

Light prophecy, rmjGc, healing 
Will, ! ilbog, vit ili' 

Hunting, wild brasu, childbirth 
Wisdom, i'talT,, war 
Agrk ullure 
Mtrtli, marines.') 

.fust ice 

Dctltli. wealth 

Magic, moon, ..ilMitniaui r 

SmJ’hlnjj,. crafot 
Marriage, Intrigue 
Travel, lode, thievery, gstn till tug 
in ulflg 
v 11 r 

Nature, p'disinn 

VVhier, earih^tiakcs. crcfilion 
Good fortune 

ileaveu-v, kuv, Jeiiik rahlp 


biJihu-r ji tub Irion 

h'liiUty, he.dill, prophecy, earth 

fieri lliJy^'lEtV 

Skj 





who became, in 
essence, the law of the 
new world. For ex- 
a ample, Mnemosyne 
was the Titan of 
memory, and it was 
because of her mem¬ 
ory titat time could 
progress, Hu! Gaea 
gave birth ru more 
children, some of 
I hem as fair ns the 
Titans, others much 
more monstrous - 
like the fifty-headed, 
hundred-armed 
J lcoatoriche ires. 
Uranus locked the 
horrible i lungs up 
in the prlsuti of 
Careeri, keeping 
them from mortal 
knowledge, 

Gaea, sick at 
seeing her children 
wy confined, approached 








the Titan Cronus and 
convinced him io dispatch 
his father. He did so, assumed Ids fa titer's mantle, and mar¬ 
ried the Than Rhea. But iheo Cronus went hack on his word 
to Gaea and refused to free his monstrous brothers from their 
imprisonment. 

Thus, Gaea laid a curse on Cronus that his children would 
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The official histories of the pantheon are gathered in the 
Great Theogony, a volume bound in the bones of mythical 
creatures and dead heroes, li’s kepi in a vault in the halls of 
the Vast Temple, the central meeting point fur the entire pan¬ 
theon, hidden away from all but those whoVe got the spirit to 
uncover such truths. (Chant is the Great Theogony is accessi¬ 
ble to canny mortals, but that just might be a lure the powers 
Lise io scrag and punish sods guilty of hubris.) The tonic re¬ 
lates the emergence of (he worlds and (he multiverse, told 
through the eyes of I he Olympians, 

According to the Theogony before lime began the cos- 


rise up as he had risen. Cronus figured he’d pin rhal curse off 
by devouring his offspring as they were born, so that none 
could stand against him. He swallowed his lirsl five children 
(Hesliu, Hera, Demeter, Hades, and Poseidon), but Rhea smug¬ 
gled off the sixth, Zeus,, to grow amongst the nymphs. 

When Zeus grew to manhood (or rather, god hood I, he 
returned, disguised as his father's cupbearer, and gave 
Cronus a potion that made hint vomit up the other five chil¬ 
dren, The Olympians then bail led the Greater Til a ns and cast 
them into Carceri, where they remain imprisoned to this day. 

Naturally, that’s m abbreviated version of events, bui 
the Olympians went on io establish dominance firsi on 
prime-material worlds, and later on the Outer Planes - 
specifically, Arburea. 


♦ lift* 


♦ THE W©RSH 1 PERS 4 

The followers of the Olympian pEtnihron sire. well, barmy. At 
least, that’s the way it might seem to outside observers. See, 
while the faithful revert 1 rheir gods, they tE\ir those same 
bloods down in satires and tragedies. While they value logic 
and reason, they s I niggle savagely among themselves and 
turn Lhclr logic to frightening ends. They're a strange and 
complex people, but they're also compel! irsgly different. Their 
society's spread across many a mainland and island, each with 
its own culture, history, and outlook. And while the different 
groups fight with each other, they also turn on outsiders who 
dare interrupt their reveries of philosophy and myth. 

Olympian worshipers are everything their powers are, but 
to a lesser extreme. They have a unique concept of honor and 
fate, and a berk wlut breaches either one is guilty of a capital 
offense. The people are, in short, fierce and warlike, lor they 
know no other way. 

The devoted arc explorers, always seeking the far hori¬ 
zon, whether mental or physical. They absorb everything they 
come across, making it part of llieir own view by subjugating 
it. Everything they touch comes away indelibly stamped by 
their hands. 


4 ©lyitipus ♦ 

The Arborean realm of the Olympian powers is named, aptly 
enough, Olympus. It is, in Ibc words of the poets, a place of 
towering passions and blinding rages, a land that exemplifies 
Arhorea Etnd the sEivEigrry of goodness. On the sloping hillsides 
and in the long grass, satyrs gumbo! and pursue the nymphs 
while the Bacchanalia roils past. White marble temples rise up 
against the greenery, reflecting in the water that laps lazily at 
the shore below. Philosophers argue on Lhe sinus of their clubs, 
their debates growing more heated with every passing minute. 

Offl he edge of Olympus tics a great ocean dotted with is¬ 
lands and reefs, lining winds blow off the water, carrying the 
tang of sally a Ir to laud (though the shore town of Thuiassla's 
often troubled by hags, giant octopi. and other creatures from 
Lhe sea]. Shepherds lend their Hocks on lhe islands, and some 
build monasteries and shrines to their gods - holy sites to locus 
lhe might of the powers. Cham is a group of AmazonsVe taken 
up residence in Lhe town of Arkcnos, (ruining for the day when 
they'll take their vengeance on rhe men who’ve shamed them, 
Sound idyllic? Ee is. for ihv rnosi part. The Olympians 
have a strong pastoral sense, taking pleasure in the beauty of 
nature and people. Bui sometimes, the gods are furious. Then, 
ill winds blow and storms stalk the land, bee, hearts burn 
brightly in Olympus, but none so hrightly us those of lhe pow¬ 
ers. If they lake a shine to a body, he knows it. If they decide 
he's a berk, he'd best get moving - and not bother to pack 
while he's lesivlng. The Olympians are el proud lot. nnd they 
don't stand for a lot of gum-flapping. 

Si ill, lhe realm's not all sweetness sind light. Mother Earth 
and her level’s created quite a few monsters - mantieores, hy¬ 


dras, medusae, and rhe like - and many of them or their off¬ 
spring now call Olympus home. Sure, the powers could wipe 
lhe creatures out, bul then how could dm mortals prove their 
heroism? The gods know fuii well the dangers, bul they keep 
the monster? around to keep !heir petitioners honest and savvy. 

Olympus is home to nearly ail of the Greek gods. Only 
five members of the pantheon live elsewhere (counting the Tu¬ 
nes as one deity, ami not including Lhe Titans or Hades's wife 
Persephone]. Thai means Olympus is one of the most power- 
filled realms in rhe multi verse, and thafs rhe way lhe gods 
there like lL They don’t spread Iheruselves Liver the planes like 
some pantheons; chant is l hey waul to keep Ihcir strength 
ready in case they must face another truly monumental chal¬ 
lenge - something on the order of overthrowing the Titans, 
Like lhe Celts and lhe Norse (two oT lhe Other most powerful 
pantheons], the Greeks keep themselves together, and it's 
proven their mightiest asset, 

4 HEROES AND PRffiXIES 4 

The Olympian powers have h common group of proxies, bash 
ers whn dedicate their lives to the service of the gods, whether 
the mortals like u or not. These cutters arc heroes of legend, 
folks who, perhaps because of their divine blood or just lhe in¬ 
sistence of the fates, found themselves wrapped up in i be 
greatest stories of mortals and so gained ei kind of immortality 
of their own. The Use includes, among others, Hercules, The¬ 
seus, Perseus, Odysseus, Achilles, and Jason. 

Naturally, folks all over the planes recognize these heroes. 
They've buili a reputation for themselves Far greater than most 
bloods can lireum of. Chant is some of I hem Enighl even make 
the step to demipower before tong - if they haven’t already. 
Most of the Greek gods'd lei their chosen proxies ascend, hut 
some remember Lot) well how they themselves gained power 
by overthrowing their fathers. Zeus, especially, jealously 
guards his position, and it'll take some doing for a body - 
even a nohle hero - to get very far in the pantheon. 

Course, itot all proxies are mortal hashers. The Furies 
also seive the Olympian gods, even though they’re considered 
powers themselves. As avengers of lhe panlhcon, the Furies 
step in only when a god’s been personally slighted, or when a 
gross breach of society demands divine retribution. The Fu- 
ries're never sent on ordinary proxy missions - ever. 

The Olympians also make extensive use of lesser proxies, 
though they only cm nisi such minions with minor tasks. These 
proxies dior't have names ei Ixsdy'd recognize off the cuff; 
they're typically ashira, dryads, satyrs, and sirities. Apollo, 
Ares, and Athena favor per and solars for their missions. 

Finally, some proxies arc mortals and petitionera, cutters 
who've managed to grab the eye of the gads, til least for a 
time. The Olympians use them for a few tasks and then set 
them aside, It’s nor so much n casting-off ns it Ls a lack of in¬ 
terest; the Greek powers are fickle, and a body has to work 
hard to keep the attention of his chosen deity. Then again. Chut 
kind of attention ain't always a good thing. 
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♦ THE POWERS ♦ 

More than anything else, the Olympians are a tempera menial 
lot, They’ve got more attitude than any mortal’s ever culti¬ 
vated, and they don't like anyone weaker than they are 
putting on airs, i hut're better suited for gods. It’s called 
hubris, and a budy’d belter remember to pay proper respect 
t« the powers. If a berk gets too uppity, they'll put him down 
for sure. 

Zeus is sire head of the pantheon, but lor ihe most pari, 
he dorsril actively role The gods. He steps in to lake a hand 
only when they cross him or threaten damage to each other. 
The puwers'rc chaotic* alter all, and Zeus encourages their 
behavior to a certain extent. 

That doesn't include meddling on she Prime Material 
Plane. Sure, the gods are templed, occasionally, to poke 
around on (he I'time, but punishment these days is swift and 
severe. Thus, they content themselves with sending proxies 
and the infrequent avatar. Oh. they pul in personal nppear- 
Einees when they think they can get away with it, Inn the 
truth is, that's almost never, 

Z€US 

Greater Rower, “The Thunderer” 

■ i Heavens, law, leadership 
AL: hi WAI : Any 

' ii i: Hst Hik’d with lightning bolts 
H" ii i Arborea/Olympus/Olympus 

Though he's (he youngest of ihe six original children of 
Cronus and Rhea, Zeus took the high-up spot among them 
because of his might and his shrewd handling of their tyran¬ 
nical father. Today, armed with a thunderbolt forged hy the 
C ye I opes, Zeus holds his position through awe and fear. 
When the other powers have a disagreement iltey can't re¬ 
solve, or when they threaten to leEir Olympus apart in their 
squabbles, Zeus steps it], and with a heavy hand disciplines 
(lien] until they settle down, 

Gray beards say Zeus is the embodiment of reason and 
emotion welded together. To tell the truth, he’s far more 
often passionate than logical, and that's caused him no end 
of trouble. See. while he’s Hera's husband, he’s lusty and 
lustful, and chant is he’s fathered more children among ihe 
mortals than even Hera could (rack down. Zeus means well, 
to he sure, but sometimes a body can't help but wonder if he 
took Hera for his wife its a symbolic gesture to placate her 
jealousy and affirm his standing as head of the pantheon. 

His palace is ai the highest poinl of Olympus, its halls 
inlaid with gold and precious gems, Statues of Zeus and Hera 
line ihe hulls; chain is ihe Thunderer animates them to dis¬ 
pose of unwanted visitors - ami el Iso Id move about (he 
realm without attracting too much attention {Zeus's nwn n- 
di;inr glory often strikes dead any mortal who catches sight 
of it), Sure, a walking statue’s si LIE noticeable, hoi it doesn't 
have ihe sumo effect as the power's actual presence. 


Zeus’s wife also rules in these halls, and il's because of 
lier that lie takes on secret forms la slip out lor his dalliances, 
Hera keeps a remarkably dose eye on her husband, but ii 
doesn’t slop him from trying to escape the while marble of 
their palace. Sometimes the place seems more like u cage for 
the wayward deity. 

Chant is Zeus leaves two jars outside the entrance to Ihe 
palace, one filled with the qualities of evil and the other with 
good. Only the powers know which is which, Zeus uses the 
stuff to bless or curse mortals, mixing the two qualities to 
create human spirits. If a body could make off w ith one of 
(he jars, he could become a great Force for good nr evil - but 
he’d belter be sure of which one he takes, not to mention 
find a hideout beyond the purview of ihe Olympians (they'd 
crush him fur sure}. 

It’s no secret that Zeus doesn’t care much for (he 
Daghdha, the ruler of the Celtic pantheon. The feeling's en¬ 
tirely mutual; ihe Daghdha doesn't think that the Olympians 
are any match for his own crew, and besides, he thinks ihe 
Greeks are far 100 full of themselves. Gossip among the 
priests say 1 ' ihe Daghdlia's reccnily pulled some subtle irieks 
on Zeus, which certainly doesn’t help matters any. Regard¬ 
less, the Celtic leader isn't going out of Ids way to win Zeus 
over, and the Thunderer won’t make any oven ures of peace 
either. Their simmering feud muy erupt inlo all-out war at 
some point. 

As for proxies. Zeus mainly uses his own children. The 
mightiest of these is, of course, Hercules (Pv/o T human/F20/ 
CG|. said to be the strongest man <o ever walk ihe Eitee of the 
Prime. However, because Hercules is the child of another 
woman, Hera’s none too keen on the beru, amt usually seis 
nil sons of obstacles in his way, to the point where it's better 
for Zeus not lo hoi her with Hercules ul ail 
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Internal idle Power, “Lady of Dawn" 

Aril • Love, beauty 
AI CG WAI Any 

symm : Seashell 

Hi •mi i Aitmrea/Olynipus/Glympus 

Aphrodite could more rightly he stiid to he ei Til an, for she's 
the direer offspriing of Uranus's biood [see IIIe en(ry for 
Uranus, at the end of ibis chapter). The other powers overlook 
that fact, for she journeyed lo far-off isles upon her creation, 
taking Eros with her, and returned when the Titans had been 
Cast out. 

Aphrodite’s husband is Hephaestus, to whom she was 
married by order of the gods, for the two of them needed di¬ 
vine consorts, However, she chafes in the marriage, for wit lie 
Ihe smith dotes un her. he's unsightly, not to mention lame. 
Handsome, vain Arcs catches her eye far more frequently, 
ihough when Heph eicsius flrsi discovered her treachery, he 
fashioned a net and entrapped the lovers. Then he invited the 
other gods lo come and mock the hapless pair. Aphrodite fled 
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for a year and 43 day, until her shame lessened enough Lhat 
she could bear 10 be seen, 

Course, Aphrodite's more than just the goddess of love 
and beauty; she also rules over the act of love, and thus she's 
a big favorite among the Society of Sensation. Ii r s partly be¬ 
cause of her influence 1 h lie many Sensates have chosen 
Olympus as their home (the faction's glorious Gilded Hall lies 
elsewhere in the layer). 

Aphrodite's palace on Mount Olympus Is hit ill 
of quartz and gems, all polished so keenly 
lb at anybody walking past can see his 
own reflection in the glass. The pool 
Canal has (also known as Evcrgold, 
shared by other goddesses of 
beauty) Lies in a ceremonial basin in 
the exact center of her ease, Hik'd 
with the Water of Beauty and Life. 

Only proxies of Aphrodite can 
h EH he in I he water 
here; anyone else who 
tries it brings down the 
wrath of the power. 

Aphrodite's true friends are the other 
goddesses of beauty, though only Hanali Ceiarril of 
the Scldarine hits remained a fast companion throughout 
the ages. The other deities go through periods of fickle van¬ 
ity land truth be told, so docs Aphrodite), wherein they In sit 
out at one another each el aiming to be the most attractive. 
Indeed, it's because of this fickle vanity ihai Aphrodite has 
few friends among the Olympians - they desire her, sure, but 
they don't truly care for her. 

Her favorite proxy was a tie ini power named Adonis, 
who served her well until the jealous Ares put him in the 
dead-book, Mow Aphrodite's best-known proxies are An¬ 
drises IPxM human/I 1 1 3/CGk one of her former lovers, and 
their son Aeneas (Px./o hum an/FI 6/Society of Sensation/ 
CG). Anchors is blind, but he can see the beauty in the heurt 
of any creature that loves, and act accordingly, Aeneas is 
handsome and strong, and has the skill to carry any burden, 
no matter how heavy, if something beautiful will rise from it 
when he sets LI down, 

APeue 

Intermediate Power. "The Light Britigcr” 

Light, prophecy, music, healing 

AI CG WAI Any good 
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Apollo, son of Zc us and the Titan Lcto. is, after 11 era and his 
father, the grcatcsi power of the pantheon. Though bnlh Po¬ 
seidon and Hades are stronger, Apollo commands mure re¬ 
spect than either of them, and thus is next in line should 
Zeus ever perish or pass on. 

As god of prophecy, Apollo founded an oracle on every 


prime-materia I world where the Olympians have influence. 
They all sit on stools in smoke-filled caverns, listening to 
i he words of the future breathed hy the fumes. Like most 
oracles, they speak in words that 1 re usually understood by 
mortals only after ll prophecy fulfills itself Apollo's also es¬ 
tablished a site on Mount Olympus; those in need of the 
power's advice can seek out the mysterious oracle Pythia 
fPx/T ?/mvU/CJN). 

Apollo's temple (sec 
the map on page 121J is 
also his home, ami the 
whole place is fashioned of 
beaten gold that shines eter¬ 
nally with the mrllow glow of 
the sun. In the back of the 
temple, he’s built an amphi¬ 
theater where ihe finest 
playwrights ol the cul¬ 
ture enact their works. 
Mortal poets also pad 
the stage, declaiming 
verse to honor the Light-bringer. 

All of the Olympians respect Apollo, 
hut none are truly his friends, except per¬ 
haps for Hermes and Apollo’s sister Artemis. Though 
it's been forbidden, Apollo and Uoibhitiu of ihe Cells have 
established a secret friendship, and he's also found friends in 
Mitra of the Indians and Seker of the Egyptians. His enemies, 
naturally, are any powers of darkness and harm, 

Asdepius the Healer (Px/c? hum an fP Id/CD) is Apollo's 
son, and also one of his proxies. It’s said the blond can bring 
the dead back to life without ihe benefit of spells. Hades, of 
course, wants tills stopped, and unless Apollo steps in, he's 
likely in lost- Ills, child to the jealous death god. Another 
well-known proxy is Cyparissus IPx/d hall-elf/R14/CG), 
whose companion is a slag; the two of them can commune 
with any natural animal in the multi verse, 

AKfS 

hfternmt r ate Pou*er, 

"The Jealous, the Unfortunate'’ 

\ ' War, killing, strife 
AI . CE WAI Any evil (warriors) 

S' 'i.m Spear 

A rh o rey /0 ly tr tpus / 01 y mp u s 

Arcs, the power of war, is one of the sons of Zeus and Hera, 
lie cares for nothing but his own desires and the carnage of 
battlefields, and is insanely jealous of any who stand in his 
path. He kills any sod weaker than he is who gets in the way, 
and gives in only grudgingly to those who re tougher. 

Ares picked up the nickname "the Unfortunate” because, 
while he's mighty ill battle, he has no foresight and is easily 
duped by his own passions. His rages've led him into many 
right spots, including the ornamental vnse he was confined 
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in when the young Olympians fought off their first major 
challenge. He's no luckier in love, as the story of Hephaestus 
and the net demonsirates (see the entry for Aphrndirek 

'Course, that doesn’t slop many mortals from pledging 
their loyalty to [he deity. One of the rites young warriors go 
through before they enter their first battle is a ceremonial 
shaving. They sacrifice their hair to Ares as a sign of their 
devotion to war and warlike causes. 

Ares’s palace on Mount Olympus is a great gloomy af 
fair ul dimly gleaming hone, more of a battlement than a 
castle. It lies near the Portal Defile that’s the chasm that 
holds the gates to the prime-materia I worlds where the pan 
thttm's worshiped. Inside the fortress, Ares's evil band of pe¬ 
titioner warriors quaffs the blood of the foes they've slain, 
making themselves stronger by absorbing ihc life force of 
their enemies. 

And Ares has quite a few enemies, even among the 
other powers of war. See, he’s jealous of his sphere, and 
doesn't tolerate the intrusion of any other deities into "his" 
domain. For this reason, he's incurred the wrath of the gob- 
hnoid power Maglubiyet, and the oreish gods Bahgtru and 
Gruunish. Only Lokl, the trickster god of the Norse, could call 
Ares a friend — and even ihen. sly l.nki enjoys embarrassing 
(lie doltish Olympian every chance he get.v 

Like most other powers, Ares’s proxies are his sons, 
■ born in him from his affair with Aphrodite. They arc 
Deimos and Phohos, two chaotic evil dcmipowers said to 

be tile embodiments of terror and 
. fear. Indeed, they have the abil- 
§a ify to cause fear with h radius 

JLjjAgpSr of 50 yards, and all who enter 

the affected urea must save versus 
spell at -4 or flee in terror for Idfi turns. 

AR+cmis 

intermediate Pouter , “The Huntress" 

Hunting, wild beasts, childbirth 
■■ I NG WAI Any N or G 

Row and arrow on moon 

Arbo rea/ Olympus/ Olympus 

Artemis, ihe sister of Apollo, is the patron (Or rather, imilron) 
of hunters and huntresses. She's fnr more happy in the com¬ 
pany of dogs and wild animals than In lhal of her fellow 
powers. She's ihe closest thing the pantheon has to a savage; 
she disdains civilization and its ilappings in Favor of nature 
and the wild, Bui she hunts only in fill her belly nr feed 
someone else, never fnr sport. 

Artemis is a maiden goddess, neither keeping nor en¬ 
couraging lovers. Though oilier powers occasionally pursue 
her and try to win her over, she doesn't favor any of I hem. 
Even those who ran hunt ns well as she can lor better! don'l 
stand a chance; like the oilier Olympians, she refuses to ac¬ 
knowledge ,i belter in her chosen field. 

The goddess considers ad of Olympus to he her realm 


and hunts without care, returning only occasionally (o a 
small bower where she makes her home. Truth to tell, her 
case is little more than a small complex of caves in the side 
of the mountain, for Artemis has no real need of a place lo 
retire to. She frequently I ravels lo Arkenos, Ihe city of the 
Amazons, where she's revered as a protector. 

Her friends among the powers include Solo nor The- 
lamlira of the elves and Hller of the Norse. Though Solonor’s 
more gregarious than Artemis, the two have shared many a 
hunt together. However, filler's a better match for the 
Olympian; when they stalk together, ifs with few words spo¬ 
ken, just the appreciation of the hunt between them. 

Her proxy Is a petitioner named Actaeon (F xf6 human/ 
Dl 'j/M|, a berk who was unlucky enough to come across the 
goddess while she was bathing. She transformed him into a 
stag and set his own dogs on him, Then she fell some small 
remorse, and made him master of her hounds instead. Ac- 
taeon now has the ability to change himself into a magnifi¬ 
cent stEig nt will, and each of his horns carries a piece of 
moonlight, which he can east upon his enemies like a pris¬ 
matic spray. 

A+HEKA 

Intermediate Power, ”The Protectress" 

Wisdom, erails, war 
\l l,G .' AL Any good 

s nun Owl 

1 i i; Arborra/Olympus/Olympus 

Allien a sprang full-grown and fully armed from the head of 
her father i^eus. He'd swallowed her mother Metis because a 
prophecy warned that Metis would bear a son who'd kill 
him, Apparently, Zeus learned something from the Titan 
Gronus after all - if a body warns to prevent It is offspring 
from slaying him, he’s better off devouring the mother be¬ 
fore she has any children. Rut it didn’t prevent the creation 
of Athena. 

Like her half-sister Artemis, Athena's sworn herself to 
eternal chastity, and has struck dead those whtTvc tried to 
ravish her. Anri though she's as demanding and ex acting as 
ihe rest of the pantheon, Athena’s willfulness is tempered by 
the light of wisdom, which she teaches to mortals in ex¬ 
change For 11 Lei r service. 

Many mortals think she's the goddess of war, but that’s 
not entirely Erne. Athena leaves the business of carnage to 
her brother Arris; her domain is (hat of courage and steadfast 
bravery, Those who warn to venerate bloodshed rum to Ares; 
those who desire strategy and tactics call upon Athena. 

Fact is, her realm is the exact antithesis of Ares's. 
Whereas his fortress is dttrk and bloodstained* her palace is 
bright, shining, and made of enduring iron. Philosophers and 
generals fill the halls, the latter seeking wisdom for their 
battles, the former needing the sharp minds of the warriors, 
It’s said ihe line si thinkers and generals of the culture are 
brought here to study under the masters. 
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APeue’s T^mpue 

Entry, From this point., a visitor to Apollo's temple can see very little; the bright glow off the beaten gold 
walls blind any sods who don't avert their eyes, 

2. Audit la nary. Those whod make a case here have to prove their worth- Two of Apollo's representatives 
gauge the worth of performers and philosophers. Those who pass are allowed to stay. Those who don't 


3, Apollo's Chamber, The throne room of the power is truly magnificent. Sunlight floods In from all corners, 
Focusing on the throne. It's said that those wbo're truly gifted ore allowed to perform before the god, 

4, Symposia. The symposia are always filled with philosophers and artists, each struggling to understand 
the multiverse and their place In It — or the place of whatever small details they can dream up. 

5, Rehearsal and Preparation Room. As the name suggests, this room Is for performers to prepare 
themselves for their demonstrations. 

6, Feaethsll. After a performance In the theatres or Amphitheatre, the audience and performers adjourn 
here for refreshment and further entertainment. 


7, tittle Theatre, This Is a room For those whoVe still got some polishing to do with their skills. Those on 
stage are still magnificent; they're just not nearly perfect. 

6. Debate Hall. As the Little Theatre is to the musicians and actors, so the Debate Hall Is to the philoso¬ 
phers, Many a rowdy discussion takes place here. 


9. The Amphitheatre. The envy of the planes, the Amphitheatre attracts the best and the brightest In 
music and minds to perform for audiences of the most discriminating taste. Sometimes the shows are 
open to the public. 



















Athena’s father Zeus doles on Jilt. bui flit 's also won 
over many of the other powers in the pantheon hy virtue of 
her in tel I iffe nee. She despises Aphrodite, who gets by purely 
on looks, and she has a long-standing Feud with her uncle ro¬ 
se id on — the two of Them squabble over every thing, it seems. 
She also finds common cause with Brihaspati of the Vedtc 
lliulhnil pantheon and Odin of the Norse enough, at Least, 
for her to admit that they have knowledge she lacks, and that 
site can learn from them even ns they team from her. 

Her current favorite proxy is Odysseus (Px/tJ human/ 
FU.T9/CG), a blood who's seen much and done more. 
Athena’s granted him no special boons, because she wants to 
teach him ilia! he can survive on his cunning alone. And 
Odysseus is one of the smartest hashers a body can meet — 
smart in the practical sense, that is, Plenty of scholars have 
more book learning, hut i he re's hardly a hlood This side of 
die fiends as crafty as Odysseus, 

D€m£+€R 

tniermediuie Power. "Fertile Mother" 

Agriculture 

M . IMG VV VI Any N or G 

mu Mare’s hear! 

i' Arhon’ii/G I ym pus/Olympus 

Demeter, one of the first six Olympians, now remains mostly 
behind the scenes, tending to the children of the gods and 
keeping the harvests of the Prime plentiful in the areas of the 
faithful. She was married to Poseidon but broke free oi that in 
time; Poseidon took up an abode in the sea, while Pemeter re¬ 
mained on land. Afterward, she became Zeus's wife (before 
Hera) and bore him a daughter, Persephone. Persephone was 
later carried oil by Hades to rule wilh him in (lie Underworld, 
He meter's home is a common-looking cottage In the 
midst of an immense field of golden grain, EEcr petitioners 
toil in ihe field all day before retiring at night to theit own 
cottages scattered about the land. They work hard, blit they 
seem to love the labor. 

DemtMcr and Chauntea of Tori I have always gotten on 
well, and It's no dark Lhat Demuter harbors no grudges 
against oilier powers - except for her brother Hades, who 
she still hasn’t Forgiven for the abduction of her daughter, 
f lades seems remarkably unconcerned by this. 

Triptolemos (Px/ri human/RD/NO) is the favored proxy 
of Demeter these days. He drives r chariot drawn hy two 
bronze dragons, scattering grain seeds wherever he travels. 
He's a tenacious fellow; his eyes eorisianily search ihc 
horizon, and he always seems to be Itch¬ 
ing to gcE bock into his 
chariot and ride on. 


D19NYSU5 

InfermedUue Power, “Twice-Bom" 

Mirth, madness 

AL CN WA1. : Any 

V r - . ii Staff witii pine cone and vine 
Ar ho rea/O lympus/Oly rnp us 

Dionysus, son or Zeus and the mortal Semelc, was still In his 
mother's womb when she witnessed the Thunderer in his 
awesome radiance and was destroyed, Zeus took the baby 
from her body and stitched it into his own thigh, and when it 
was ready iu be born, it stepped forth fully and perfectly 
formed. 

Hera, jealous of her husband's dalliances, made Dionysus 
barmy early in his life, and he wandered Ihc land Learning the 
ways of die vine - and the ways of madness. In his Journeys, 
he acquired a retinue of centaurs, satyrs, and bacchae. 

Today, Dionysus is the power of bobbers, io he sure. His 
entire portfolio's dedicated to the divine madness of the 
grape, to die revelry in the enjoyment nf drink- His followers 
aren’t gentle ripsters, either. Some hashers get contemplative; 
Dionysus's faithful get downright nasty. When they go too far 
in their celebrations, they lose all rational thought and follow 
their instincts blindly. Folks often die from these frenzies, 

Dionysus's domain in Olympus is one of constant, com¬ 
fortable warmth. He has a palace in the middle of a vineyard, 
and lie’s decreed lhat the grapes on the vines (which also run 
through the building) will always be ready for the plucking 
or the juicing, When the bacchae aren’t following their pa¬ 
tron in Elis travels, they make the vineyard their home base. 
Anri no wonder - it's a place of con Siam parties, making 
even I be Scnsaies 1 Gilded Halt seem tame by comparison. 

Hera, naturally, docsn i like Dionysus at all; he's just 
another reminder of Zeus’s affairs, Nor docs Athena think 
much of her half-brother, fur I he two arc practically polar 
opposites. Still, Zeus loves his sun as much as he floes 
Athena, and so the other powers don't dare cross him. 

Dionysus has a satyr named She mis (Fx/c? satyr/IID 
10/CJSI) as his proxy. Chant is Silenus taught the young power 
while Dionysus was still barmy, and the gad liusn'i forgotten 
that. Though ugly and deformed, even for a satyr, the proxy 
has a keen mind and a wise heart, and he’ll use them for or 
against a berk, depending on bow he's treated. He's good 10 
those who show kindness, and it's said that Silenus isn't 
above graining the occasional boon. 
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THE FURIES 

Lesser Powers, "The Kindly Ones " 

Vi 11 JUStlt C 

\[ H VVA1 No worshipers 

S mi Three scourges 

Komi Gray WasiefPluton/ihe Underworld 

Following the rnullivcrsal Rule of Threes, the Furies el re three 
aspects of i he force of divine vengeance, hi the same time 
se pa rate hut whole, Their individual names arc Alert o T Tisi- 
phune, imd Megarea, but the Furies are l he origin a 1 Erinyes 
(and they're usually called the Kindly Ones, anyway, to keep 
from offending them). It's said the haatezu stale their origi¬ 
nal name because the Fiends sn admired the function of the 
Furies. 

They appear as cranes with wings and scourges, which 
they List* mercilessly on those who've earned their wrath. As 
the proxies of the powers’ will, the Furies have no allies 
among the gods - rhevYc simply sent in avenge horrible 
crimes curt]niiLled against [and by) the panlheon. Trulli is, 
the Olympian powers are scared of the buries, for the Kindly 
Ones have the might to lake down deities even greater than 
themselves, .See, when on a mission that's justified by their 
charier, they’re supported, by the collective belief sin d respect 
of the entire pantheon. Zeus himself d have reason to fear if 
he ever sinned so badly as to draw their gaze. 

The Furies have no realm to call their own. They just 
flap about the glooms of the Underworld, dispensing harsh 
justice on the poor headers of Hades's land, until they're 
called to right a wrong on another plane. 

HADES 

Greater Power, "Lord of (he Dead" 

Death, wealth 

AI . LN(E) WA1 Any 

Vi mh l : Black ram 

l It mi 11 / Gray Waste/PInton/ihe Underworld 

As the power of death, Hades stands apart from the standard 
run of the Olympians - he's the dark half they don't usually 
acknowledge, because, for all of their faults, they embrace 
life with a passion. Though he’s the oldest of them (or per¬ 
haps because he's the oldest). Nudes has been entrusted with 
the responsibility of watching over the dead. It's not a job he 
particularly likes, hut his personality seems remarkably well 
suited for it. 

Long ago. the god of death abducted Persephone, the 
daughter ul‘ Zeus and Demeter, and before she was rescued 
from his clutches, she ate of die food of the realm, Thus it is 
that Persephone must spend half her lime in the dreary Un¬ 
derworld, ruling at Hades’s side, and half in the exuberant 
world of Olympus above. 

Nudes himself doesn't lake much of an Interest in any¬ 
thing except for Persephone. He’s content to sit and brood 


and watch the gray of the Waste, gaze on the shuffling 
masses of the countless dead, and set forth the punishments 
decreed by the other Greek powers on those who dared In 
steal glory from the gods. 

The Underworld is typical of the Gray Waste: lifeless 
and dull. The Rivers Lethe and. Styx llow through it. promis¬ 
ing forgetfulness and oblivion to those who sample rheir wa¬ 
ters, though few dare. In the center of the realm is a palace of 
gray marble, and in the audience chamber sit Hades and 
Persephone, wailing to deny supplicants their hearts' desires. 

Mortals on 1 his or that quest sometimes ask to use 
Hades’s helm n/ riie/xibiJiilw forged for him by the Cyclopes 
in the war agEiinst l be Tint ns. He keeps il constantly at bis 
side, but rarely uses it. It’s said be lends it out to heroes sent 
by other powers, but no living berk has ever reported being 
able in gain it, 

Three proxies decide the fare of spirits that end up in the 
Underworld: Rharlamnnihys, Minos, and Aeneas (all Px/ I 
human/M 16/LN). But they don’t go on missions lu other 
planes. If Hades sends other proxies nut on tasks, ihe un 
known agents obviously pursue their hidden ugendEis with 
extreme subtlety. Some whisper that Hades may even con¬ 
tract the services of Anthraxus (PIM ultroloth/IID 20 (231 
hp]/NF), the Fortner master nf the yugnlntbv Wasting Power, 
but others say that’s just so much barminess. 

HECA+E 

Intermediate Power ; “ Ihe Lady of the Night " 

Magic, mnon. abundance 
■U:CE W.\| Any (mages) 

Si mhoi Setting moon 

Raator/Minaurns/Aeaea: C ray Waxte/P1 uinn/ 

Acaeu 

Hecate's the daughter of the Titans Crjus and Eurybia, and 
her power’s almost its great eis 1 heirs ever was. She's famed 
fir .i 11 i.l wide lor her cutting wit and great eloquence [chant is 
she taught Apollo some of his craft). but site’s even more fa¬ 
mous For her skill in magic. Fiiet is, site's worshiped by all 
no up r test speltsllngers who follow the pantheon, for she's 
the source of all wizardly magic. 

She's also one of the few powers who maintains a pri¬ 
mary realm in one plane (the Gray Waste) and another some¬ 
where else (Baalorhut ii's completely dark as to why. Per¬ 
haps she draws her power from both planes and uses it to 
feed her worshipers. Whatever the truth, Hecate's a power to 
be reckoned with, as sly as a serpent and as dangerous as a 
starving Wolf* She sets plans in motion that Tew can detect. 
Eind she plays heroes like lyres. 

She has a history with Lokt, but Hecate has no real allies 
among the powers, with the except hra of Persephone 
(Hades’s wife). Apollo still respects her, but be no lunger 
seeks her company. The other Olympian powers come to her 
lor at!vice front time Ecu lime, bul don't associate with her 
more rhau they can help. 
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Perhaps to encourage more visitors, Hecate almost al¬ 
ways has a gift for another power — for example, she has the 
Lye afGniumsh, the one put out by the elf high-up Corel Ion 
Larethian. If the ore god could ever figure out the trail of 
dues she’s laid for him, he might even hr able to get it hack. 

Hecate has recently promoted Circe (Px/9 human/ 
Tra25/CE) to full proxy stalus. The wizancicss has served her 
deity tor many years now, and both of them decided il was 
about time for a boost in power. In return for Circe's service, 
Hecate’s granted tier unfailing spells. Thus, any spell Circe 
casts works automatically - even those that normally allow 
a saving throw, A hasher going up against Circe'd best have 
his wits about him, because he's not going to beat her with 
physical strength. 

HCPHAfS+US 

Intermediate Poieer t “The Lowed" 

Smithing, crafts 
\\ NG WAl Any 

Hammer and anvil 

A rboreti/ 03 y mpus/G ly rn p us 

Hephaestus, power of smiths and makers, is the son of llera 
and only Hera. She created him whole from her own body 
when she found how Zeus was deceiving her with other 
women. In anger, Zeus hurled Hephaestus down to the Prime 
Material Plane, where the young god landed badly, and was 
thereafter lame. The two later reconciled, and Hephaestus is 
now a welcome mem her of the pantheon. He crafts the tools 
they use, and makes Zeus's thunderbolts even better than the 
Cyclopes did when they were at their peak. 

Hephaestus's realm is in an area of Olympus where vol¬ 
canic activity is common. In lad, he works in the very heart 
of a volcano, aided by his uncles, the Cyclopes, Occasionally, 
the gnomish power Neb el tin comes by to offer advice and 
help, and the I wo of them fashion incredible items together. 
El’s said that Hephaestus has an ongoing rivalry with other 
gods of the forge, but tlie dark of that ain't quite known. 

Hephaestus's proxies are - following the 'standard 
Greek pattern — his own flesh and blood. His son PaJaemon 
(Px/eJ human/F]0jl2/NG| can bring forth iron from the 
ground jusl by concentrating. His other son, (he hero 
Ardalus (PxM huniam/FM/NG), can fashion nearly anything 
with common instruments, 

H £ HA 

Greater Power, M Matron of Heaven” 

Marriage, intrigue 
\1 CM V. V Any 

Fan of peacock fealhers 
1 1 Arb urea/Olympus/Olympus 

Hera is Zeus's wife, and the second most powerful Olympian 
in the pantheon. She also happens to be insanely jealous of 


Zeus and his infidelities, and she goes out of her way to make 
lift- diflicull Tor any of Zeus's paramours or their offspring. 

Still, she’s cordial and even friendly to I he other 
Olympians, as befits a ruler. She's often temperate when Zeus 
iji reckless, and can Fly into a rage when he's rational - the 
two of them are a perfect balancing act. 

The other Greek powers respect Hera's judgment, and 
they know when to hack down from a disagreement with her. 
One of her quarrels, after all, led to the sacking of an impor¬ 
tant prime' material city that stood on the plains of Illyria, all 
because the sun of the burg's ruler dared to praise 
Aphrodite’s beauty - not Hera’s. The goddess ain’t what a 
body'd call a good loser. 

Hera's empowered two main proxies throughout the 
years. One of them is Argos (Px/o Liefling/FUG/IN), the 
Hundred-Eyed Watcher. His body's covered with eyes, only 
fifty of which sleep at any given time. He's been defeated only 
once, by Hermes, who lulled all of the Lielling's eyes lo sleep 
wish a stupefyingly long and dull tale. Hera's other proxy is 
Me tie I a us (Px/d humart/F 14/CN), j culler who gained immor¬ 
tality by remaining faithful to his cheating wife. He can he 
slain only by someone hearing a god-forged weapon, 

HfklTlfS 

Intermediate Power, “Messenger of the Gods” 

■ • Travel, trade, thievery, gambling, running 
U CG WAl AnyNorG 

v, mho Cadueeus 

III ii i Arborea/Olympus/Olympus 

Hermes has always been the power of thieves. On the very 
day he was bom, he stoic the herds his brother Apollo was 
supposed to he watching, and hid them in a cave in the 
mountains. While Apollo searched fur the lusi cattle, Hermes 
fashioned the first lyre, and appeased his older brother with 
a trade. Later, be invented the syrinx (also called the pan 
pipes], which Apollo traded for the golden cadueeus. 

Fact is, it seems as if Hermes can do no wrong. Though 
he’s r fierce warn nr and a daring thief, he's also the happy- 
gu-liiekiesl of the Olympians, eschewing the arrogant pride 
so many of the others seem to embrace. Though he has his 
moments of vanity, Hermes is generally far more gentle than 
ihc general run oflhe Olympian powers. 

Indeed, it's this charm that’s brought nearly all nf the 
Greek pantheon firmly to Hermes's side, and he can mend the 
rifts between two bickering powers more fully Iban Zeus. His 
sense of fair play Is legendary among the Olympians; they 
appeal to him for impartial judgment, and depend on his 
speed for delivering messages, h’s hard la find a power who 
doesn't like Hermes — even the Daghdha {who doesn’t get on 
well with Zeus) finds no fault with the mischief-maker. 

Same of the Olympian faithful even say Lbal Hermes is 
romancing Tymora of Tori I, though the dark of it’s that he’s 
merely trying to learn I he fate of Tyehe, the farmer goddess 
of good fortune {see her entry later In this chapter). 
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I lit - realm of Hermes is bidden away inside Mount 
Olympus itself, anti M's an inviting place for both gamblers 
and travelers. Though a body's like as not tn get his pocket 
[licked, lie's also gun rim teed n sulV night's sleep - n valuable 
thing in Olympus, Nobody rl dare harm a traveler under Her¬ 
mes's roof. 

Like his father Zeus, Her rues favors using his own chil¬ 
dren as his proxies. Ore of these, Autolycus (I'x/c- human/ 
T24/CN), is said to he the greatest mortal thief thal ever 
lived, a cross-trader unlike any other. Chant is there's noth¬ 
ing he can't steal and get away with: Autolycus does nothing 
Lo confirm nr deny ibis rumor, and ihus the legend tif Ins 
a hi lily grows. He's the grandfather of Athena’s proxy, the 
hero Odysseus* and it’s from Autolycus dun Odysseus gained 
many til' his more cunning tricks. 

N J KB 

Lesser Power, “Victory" 

1 Victory 

\l LN WA1 LN 

Winged woman 

il ii Arborea/Olympus/Olympus 

Though she's a lesser power, Nike has tier place hi the pan¬ 
theon. She's often called upon by Athena nr Ares to ride with 
them when they go lo battle, thus assuring one 
side or the other of victory. Mikes ei 
fickle goddess, though, and goes 
only when she desires. Ares and 
Athena both realize that they can't 
force the power: she rmisi he wooed tike 
any other blood. 

Nike is a sister to tris, 

Ihc goddess of Discord, and 
between the two of them, 
they own three golden 
apples [i\ nod to ihe Mule of 
Threes). Chant is any 
mortal who spies one of 
the apples desires il; toss 
one in the path of an enemy, 
and the Foe won’t be able to 
ihi nk about anything hut procuring the 
apple for himself. What's more, a body can 
actually set conditions on how to gain the apple, so the "vic¬ 
tim" can earn the prize only by fulfilling the requirements, 

’Course. Uie apples urv worthy prizes. The first bite of 
one cures any disease in a person’s body. A second bite front 
ihe same apple makes him young. And a third bite makes 
him immortal [but nut invulnerable). Occasionally, it's said, 
MikL? lends the apples to mortals who really deserve them, but 
it's SO hard For a berk lo prove bis worth that Nike might as 
well not even offer the chance. 

The lesser power has no case of her own in Olympus, 

:bough she maintains quarters in the palaces of both Arcs 


and Athena, Nike may lie fickle, but she finds common cause 
with both Olympians more than she’d ever admit. 

Her current favorite proxy is Achilles [Vxfd human/ 
Flft/LNI, el basher who's practically in vulnerable ei ml (bus at 
most always victorious. He's proud and vain, one of the best 
warriors the Olympian culture’s ever produced. Though he 
appears lo be a shallow berk, Achilles has depth I had few 
folks could guess at. 

PAN 

Lesser Power, “The Satyr" 

Vi it Nature, passion 
At CM VVAI CN 

’ ii Syrinx 

I i Artiorea/Olynipus/Olympus 

At least three varying histories of Pan exist, The first has it 
thal he’s the son of Uranus, created when (he old Sky’s blood 
spattered the earth, and having grown up in the mountains 
and woods near I lie ocean. The second claims that lie’s 
Zeus’s son from an unnamed wife, while the third attributes 
his parentage to Hermes, Truth is, though, Han is just a force 
of nature both generous and destructive — and ii doesn't 
much mailer where he came from. 

Pan lives on the outer edges of 
the realm, and he doesn't spend 
much time on Mount 
Olympus. ’Course, 
the in frequency of 
his visits makes 
them that much more 
special, At such times, he's 
spied wandering the 
mountain [Par himself, 
not an uvular), play¬ 
ing on pipes traded 
to him by Apollo for 
services unknown, 
He's ei great favorite among the satyrs and centaurs 

because lie’s passion unbridled. Han pursues Ids desires 
avidly, and those who follow him seek tn emulate him as 
besi els they can. 

Still, lurking beneath the Leering face Han chooses to 
wear is ei deep font of wisdom and peace, lie's given himself 
over to his passions, but he did it with ihe full knowledge of 
what he was doing, and he's accepted what he is and what he 
does. 

Fan's favorite power in ihe pantheon is Hermes, for the 
two find common ground in their mischief-making, Diony¬ 
sos is a close second; he and Pan are top shelf t”irtjusers r and 
they've found friendship ai the ho Horn of many jugs of wine. 
I be rest of the pantheon lets the god of passion prowl as he 
will, welcoming his presence although they're glad his vis¬ 
its are rare. Pan’s revels are exhausting, even for die powers. 

His proxy is a satyr called Marsyas (Px/s satyr/HD fl/ 
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CM), lL brash creature whn's comp within an inch of being 
struck dead by various powers throughout ]iis career. That's 
because Marsyas’s main ability is the gil'i □!' satire, a cutting 
wit that can both enrage and embarrass its target. That's nut 
much of a gift, to be sure, bill it's one the proxy uses |n great 
effect when he knows that he's beyond retribution, 

F0SEID&N 

Urca ter I*ou ■cr , u 7 he Tcmpest " 

1 Water, earthquakes, creation 

CN Vv \,L Any (sailors, horsemen] 

S Trident 

li Arhurea/Gssa/f tilrtlo 

Of all the Olympians, it can be said that Poseidon's she 
proudest, at ad also the rnusi thwarted- The son op Cronus and 
Rhea, and one of Zeus’s elder brothers, he vied For rulcrship 
oi ihe pantheon bur failed, Poseidon later tried to win the pa¬ 
tronage of several mortal cities, and usually iailed in lhat as 
well, us the immortals judged other powers more suited to 
the task, (lie formed a horse our of water in a contest for 
Athens, Inti Athena defeated him with a superior creation: an 
olive tree.I 

For li power who so desires the praise of mortals, each 
of these rejectiuns came as a serious blow (o his pride, IVr- 
luips that's why Poseidon has become so vindictive, and why 
be (lies into rages so easily, 

Fact is. his temper's notorious among the Olympians, 
Like the sea. he can change from placid to furious iu a mat¬ 
ter of seconds, and woe to ihe berk who tries to hold him 
hack. Poseidon’s passions are the ocean, its strange currents, 
and all the creatures within it. Some say he willingly look 
the rulers hip of the sea because it r at legist, accepted him - 
the creatures of the ocean saw in him one of their own. 

Poseidon constantly carries the trident made for him by 
Ihe Cyclopes. It's said to cause earthquakes in the land and 
the sea, and any sailor who wants to avoid getting caught in 
ihe waves from a quake d best make a suitable sacrifice lev 
the jealous sea god. 

The Olympian bus sired numerous children, though 
most of them were disappointments, turning to the ways of 
evil and cross-trading. Still, Poseidon is their father, and he 
does what he can to avenge wrongs done to them. Sadly for 
the sea king, Zeus (or one of the other Greek powers] protects 
those who slay Poseidon's children, as long ns the killer is a 
hero or upholds ihe general law of the land* It's just another 
instance of Poseidon being thwarted by his fellow powers. 

The blood has precious lew friends among tile gods at 
all, lie’s got a tenuous truce with Deep Sashelas of Ihe elves, 
hut it's wearing a bit thin as Poseidon tries to poLicit the wor¬ 
ship of the sea elves, He's friendlier with Manannan mac Lir 
of the Celts than he's been in eons, but chanl is h feud sim¬ 
mers just below the surface of their relationship. Both gods 
are possessive of their tlomains, and nriiber one’s willing to 
give an inch. 


Poseidon's realm tin Arlvorea is almost entirely under¬ 
sea. Llxcept lor tiny islands lhat're mostly uninhabitable* no 
part of Cal eft o sits above the water's surface, A herk who’s 
somehow stranded there'd best find a way out. The petition¬ 
ers ate friendly to those Who can venLure underwater, hut not 
to sods who wind up where they can’t function. If a body 
doesn't learn underwater breathing fast, he'll have to pay a 
hefty sum for aid in escaping. 

Under the surface of the waves, Caletto's astoundlngly 
beautiful. Deep trenches hide cities of breathtaking splendor: 
kelp forests wave and bob iu the currents. Every plancwalkcr 
should make a point of visiting at least once in his life. 

Due of Poseidon's two main proxies is Glaucus, a basher 
who managed (tv give himself a taste nfimmoHality and was 
promoted so the rank of demipower, Glaums is friendly 
enough: he's one of the few who'll help a traveler out of the 
realm if necessary. The utlier proxy is Proteus {FxIS human/ 
RlG/CN], a blood who watches over Galcltu’s seal herds. He's 
earned the skill to change himself into nny shape he pleases. 
He's very peery of interlopers; Proteus lias seen more than 
one berk try to steal seals from the sacred herd, and it's his 
job to make sun any knights of the post wind up in the 
dead-book. 

TYCHC 

Lessor Power, "Fortune's Smile” 

Good furl une 

\1 N WAL: N 

v ii ! Red pentagram 

i Arborea/Olympus/Dlympus 

The Greek pantheon has slowly driven Tyche from its ranks. 
Some say she was Ihe sister of Mike and F.ris, hut that she had 
li falling out with them, and ever since they've worked to rid 
themselves of her. Whatever the truth of the matter, Tyche 
has played less and less of a role over ihe millennia, to (he 
point where some claim that she's disappeared entirely. 

On the other hand, Athar corpse-counters haven't found 
Iter body Hunting »p ihe Astral, su she musi he someplace, 
right? Well, here's rhe dark of it: Tyche has simply retreated 
to the Prime Material Plane, limiting herself to the wor¬ 
shipers of a single crystal sphere. Though she hates the re 
gression to single-sphere deity, it was all that'd keep her 
alive. 

Sec, she lied to the world of Tori I, where she learned to 
manifest herself as two powers: Tymora (the goddess of good 
luck) and FSeshaba [the goddess of bad]. It's not known if 
she’s si ill the dominant personality in each of the two deities, 
or if she's now faded enough that she empowers them with¬ 
out any conscious effort, Bui the Clueless ofibril firmly be¬ 
lieve [hac Tyche no longer exists that she physically split 
into two new beings, 

Both Hermes and Pan have sent out avatars seeking the 
truth of Tyche's decline, bul they're barred from the Toriliim 
sphere and can't dig up the dark. Soon enough, though, a 
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body can bet, they'll send their priests through portals to fig¬ 
ure it out iq their satisfaction. 

One thing is sure: Tyche's realm in Olympus is slowly 
disappearing. Formerly a grand villa and gambling hall, it's 
gone remarkably downhill, now dusty and unfrequented* 
with corners full of cobwebs. But who knows'!' Maybe 
Tyche’s just down on her lock and w ill make a comeback 
soon. 

Her former proxy, Pensh IPx/V elf/Tl 5/1MJ. now wan¬ 
ders the planes, lucking for the Etnswers to her patron’s dis¬ 
appearance. Tensh is a cold basher, to be sure, but that's be¬ 
cause she got used to being the luckiest blood around. Now 
she has to rely on her own cunning and generally petty na¬ 
ture lo get by. 


Gaea, Rhea, anti Uranus. Gaea, first of all, is the spirit of the 
Prime, ami though she impelled giants and some of her other 
children to rise against the Olympians, she remains an ally of 
the pantheon. Rhea, the mother of the first generation of 
Greek gods, is venerated for her role in freeing them front 
Cronus's despotic rule. Arid Uranus, of course, is the father of 
alt the Titans, and the grandfather of the first Olympians. 

CR0NUS 

G reater Po 11 tt , “ 77 ? c Pa t ridde" 

Sinister Limhitiun 

\l : LII YYAL Any evil 

M e Sickle 

Mu ii Carceri/Oihrys/Mounl Olhrys 


♦ TH £ TI+ANS ♦ 

The Ilians were among the firM-bom of Gaea the Earth, and 
were fat least according to the Greai Theogony) the first guds 
co walk her surface. They each maintained dominion over 
their own spheres and garnered respect from the mortals, But 
Che Titans grew too strong, and Earth rejected them (it was 
Gaea's curse that caused the Titans to be cast out by their 
children, l he Olympians]. 

Today, the Titans don't have worshipers as such. ThEit's 
because the Greek powers greatly discourage mortals from 
turning to the castaways, lo the point that the Titans have 
come 10 fear ret rib uGun every time a mortal speaks their 
names. Still* iris no dnrk that a few prime and planar sods 
have journeyed to Carceri to petition the Titans for power 
and i he secrets of the multiverse, A berk who catches them in 
the right mood might even get some answers. 

Guile a few of the Titans are trapped on Mminl Olhiys, 
in the first layer of Carceri. Thief among them, of course* is 
Cronus* who rules over the hunch. His 10 siblings are impris¬ 
oned with him; Cocas, frius, Hyperion, lapelus, Mnemosyne, 
Ocean us, Phebe, Teihys* They, and Themis. Each si ill main¬ 
tains dominion over his or her own sphere of Influence, (lie 
basic building blocks of the Prime. Fact is, it's said the Titans 
were the primeval forces of the Prime Material, thal their 
continued existence is what keeps the laws of the plane 
functioning. In that sense, a body could sEiy (he Olympians 
mastered the forces of life and tamed them. 

The bloods* named ahove are ihe major 
Iltans known to mortals, and they're repre¬ 
sented below in the entry on Cronus, their 
leader (despite the fact that not al 
of the Til a ns are evil). But 
t liree oth er bei ngs fig u re j nto 1 

the story eis well: 




Cronus, the father of the Greek gods, is no doting parent. 
Prophesied in be overthrown by his own children, Cronus 
devoured the offspring he sired with Rhea soon alter they 
were born. 

Remember, he was the Titan who vanquished his father* 
Ihe cruel Uranus - be knew the damage one's own children 
could do, and he was determined not to fail prey to the same 
trap. 'Course, he couldn’t have de leaned Uranus without ihe 
aid of his mother Gaea, and she helped him only because he 
promised to free ihe progeny his father'd hidden away on 
Carceri, Bui Cronus lurried slug on his promise and wels 
cursed to suffer his father’s fate. (E ; ur more details, see “The 
Birth of rhe Gods," earlier in this chapter,! 

Now exiled on Carceri with Ihe other Titans, Cronus sits 
and broods on his throne in the crumbling marble palace 
Li Lop Mono I Gihiys. He plots ways to escape from his prison, 
and sends old messengers lo learn the dark ofleaving Carccri 
behind. He's not found a way out yet. 

His allies in scheming include the trickster Loki* though 
the Norse power of strife ain’t exactly what a hody'd call 
trustworthy. Also, the bsatezu and tanariri of the Lower 
Planes constantly seek out the Titans, beseeching them for 
uiii in ihe Blood War. Chances are they won't get it - tint un¬ 
less they can offer Cronus (he freedom he desires., 

Even the other Titans don't com¬ 
pletely support thdr leader, Cronus 
rules bis siblings because he was 
the only one to take action 
against their fa liter, anil he 
constantly reminds them of 
their in art inn. He fears 
NEVER + R U SH- iheir plots almost as much 

a —r i i a i as he does those of 

the Olympians, 

ADAGE CARCfRIS and he 

P€+I+J©NERS 
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watches the other Titans like a hawk. See, Cronus commands 
with an iron hand, and his brothers and sisters truly chafe 
under his dictatorial rule, Someday, they whisper, they’ll! rise 
and luy Cronus low. Meanwhile, they bow nod scrape to their 
younger brother, and hide their time, 

GAEA 

Greater Power, “Mather Earth" 

1 'bn i I i ty, he a it]], pro phecy, carl it 
M N WAi Any 

• ■ t Basket of Fruit 

Prime Material, Plane 

it's said that Gaea is the entirety of the worlds of the Prime 
Material Plane, that site's [he one force thbii hinds them nil 
together. Wet I, that may or may not be true; powers know 
the Olympians are egocentric enough about everything else 
they say. Bui it's [rue that Gaea spawned the Titans and ihe 
elements across her surface. She’s one of the oldest deities 
any blood on the planes cun name, arid she has might be 
yond even Zeus’s dreams. 

Some paint her as a schemer and plotter, jealously 
holding on to her strength and position. Truth is, she’s 
simply a concerned mother, and 
she wants nothing hut 
fair treatment for till her 
children. When the 
Greek gods impris¬ 
oned the Thu ns un 
Career!, Gaea 
sought in have 
them freed by 
their brethren, the 
Gig antes. The 
struggle that ensued 
nearly toppled the 
young pantheon, but the 

Olympians held fast. Gaea tried several more times to free 
her imprisoned children, hut Zeus and his crew wouldn't 
hear of it. If she's brewing any other plans to liberate the 
Titans, she hasn't sprung them yet, 

Some say Gaea ain't really a power because she doesn't 
need worshipers. All she requires is constant life and move¬ 
ment on her surface, and she gets ihai in spades from the 
mortals of the prime-material worlds, If the Olympians ever 
dreamed of overthrowing Gaea, they'd first have to destroy 
the mortals that live on her which'd do rfrcpu in, as well. 
Thus, the gods live in a cautious truce with their grand¬ 
mother, 

Gaea has no realm, no pul are — she simply is, spread 
iHit across all (he worlds where the Olympian pantheon holds 
sway. The best way for a body to worship her is to treat die 
world he's on with respect and love; Gaea receives more 
power from kind handling than from cries and sacrifices in 
any temple. 


RHEA 

Greater Power, "Mother of file Gods 

fertility, life 

\l NG V VI Any 

■ in i: female face 

i A rbn > tea/Oly mp u s/Oly m pus 

Khea is the mother of the Olympian pantheon (at I cits L the se¬ 
nior members), und it was because of Iter that they even sur¬ 
vived, much Jess reached the siatus they hold today. She'd 
remind them of (his fact if it were necessary, but it's hoi. The 
gods have given her a palace that exceeds evert the one she 
shared with Cmnus during his reign, and they seek her out 
for advice when they can’t turn to each other. 

Khea doesn't really have a realm of her own, nor a reli¬ 
gion, nor uny proxies. She simply advises and watches: still, 
she draws strength from the entirety of Ihe Olympian pan¬ 
theon, And as the power of fertility, seasons, and mother¬ 
hood, she earns ihe veneration of mortals across the Prime. 

URANUS 

Greater Power, "Father Sfev" 


Any N nr F 


\m Sky 
\L CE 
s ■. '.i i • 11 Stars 

II Unknown (possibly deceased) 



Uranus,, one 
of the chil¬ 
dren of Gaea, is 
also the lather ol 
some of her mightiest off¬ 
spring: the Titans. But Uranus 
was a cruel lover, and only the Titans, 
the most favored of his children, received any 
sort of special treatment- The others - the monsters called 
the Cyclopes and the Hcea louche ires — were lucked away nn 
Careen because Uranus hated to look upon their visages. 
Little did he know ihal his dislike for these chi! 
dren would lead directly to his overthrow at the 
hands of Cronus and the other Titans, 

During the buttle, the blood of Uranus 
fell on Gaea Find fertilized her yet 
again, giving birth to the Furies, 
the Gigarites, and, chant is. 

Aphrodite herself. 

Critically wounded. Uranus fled to the farthest reaches 
of (he mulii verse. Some say he died there, unable to heal the 
injuries dealt by his oldest sou, and thus became one of the 
first dead gods floating on the Astral. However, search as 
they might, no one has yet found his body in the silver void, 
fhat's led to some fearful speculation among the Titans and 
Olympians Imili Unit one day UranusTI return, bringing with 
him an army that none will he able 10 withstand. 
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Obviously,. tliis chapter doesn't give a complete description of 
every power from every race of mongers. Instead, jfs represen¬ 
tative of some of the major gods of the major rates, as well as 
the better-known deities of the less prominent races, Bui all of 
these powers’re becoming more and more recognized across (he 
planes, and some bloods theorize that this bodes well for their followers - 
greater visibility means more worshipers, and ihus stronger gods. 

Like ah powers, monstrous gods rise and fall whh the fortunes of iheir believers, but lately 
Lhc ones listed here have grown ever mightier. 1 hat's a good indication that the monstrous 
races are making a comeback. 

For a modi more thorough listing of monstrous powers, refer to Appendix I, starting on 




page L 72. 


♦ THt G«BUN P®WHS ♦ 


Some planars say the goblins are nothing more than cheap knock -nil's of ores, that goblins 
have no identity of their own and rely on the imaginations of others to get their deeds accom¬ 
plished, Well, sods who IIap their hone-boxes like that have another think coming. For all 
their diminutive size and savage reputations, the goblins’re more crafty 
lhan most Fotks'd give them credit for They’ve scrabbled along through 

the ages, surviving hy ihe skin of their fangs, 
waging endless war on Acheron with the ores 
of the battle cube. The pantheon of goblin 
powers commands both surly cunning and 
brute strength, tempered by intelligence that 
makes iheir charges stronger than expected. 

The head of the pantheon is Maglubiyet. lie rules 
fruit I a naming iron throne, crushing all contenders. Magi u lily cl over¬ 
sees both goblins and hobgoblins, hut he tolerates no dissent between 
the two races - or at least none that works against mutual growth and 
survival He lets the other deities of the pantheon wield considerable 
strength, though only up (n a point; Magluhiyet crushes any berks 
who threaten to grow loo powerful. Thus, Hie rest of the goblin gods 
bow to his wishes, content to fill their roles, afraid to entertain 
BARGMVYfK-S P R© X Y, Noughts or revolt, 

+ ® Y0UNG G0BLINS 

BARGRIVYEK 

Lesser Power, 'Hit' Pbuct'kvvper" 



the mss+ SUBLimE 
+* BARGRIVYEK — 

+ he m©S+ EN|©YABLE — 

IS +hf SLAUGH + ER of ©RCS* 


1 Cooperation. territory 
\l. 1.E v \l LE 

White-lipped tlail 

H Baator/Avemus/the Peaceable Lands 

k: Gnichiilak Spinesnapper IPx/d goblin/Pl J/TEh Helgrnm IIeadsplliter [Px/d 

goblln/Fl 2/LIE} 


Baigrivyek didn't earn the epithet “The Peacekeeper" because he grovels and scrapes and begs 
for peace with the enemies of gohlindom. No, h l 1 won his nickname because lie tolerates no in¬ 
terclan warfare {at least no more than is good for the sake of ihc tribes Involved). He wauls 
goblins to focus on the dangers from without, lo work together to crush the enemies of the race 
(especially ores), Bargrivyek wants peace not so much because he enjoys a lack of fighting, hm 
because be wants lo see goblins expand ever outward. 

He's on excellent lernis with Khuigorhaeyag - both stress the unity of goblins at the expense 
of other races, and they're firm believers in the eventual ascendance ol goblins to Lhc rulcrship of 
the multi verse, When it comes to the oiher powers of the pantheon, though, Bargrivyek is some- 
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thing of a coward. He does nothing that might infuriate Mag¬ 
lubiyet, anti lie absolutely fears the wrath Nomog-Geaya can 
bring upon his head. He leaps to their commands as quick as 
he can. 

Bargrivyek's realm, the Peaceable Lands, is nothing hut a 
misnomer. Here the deity [rains his goblin armies and forces 
them through brutal calisthenics. Occasionally he leads them 
cm raids against Praukari (an underground realm of kobolds 
fiercely guarded by Kuriulmak, the kobald godf showing that 
nothing can stand against the might of gob!indent. 

KHURG&FUAEYAG 

Less er Po i i 'Cr, "Th e Or t rs tvr " 

Slavery, oppression, morale 
At LE WA1 LE 

Red-and-yellow striped whip 
Ach era nf Ava las/CI angor 

Lagdor Blooddrlnker (Pxf£ goblin/F13/LE|; 
Annik Hell spawn (P x/cf tiefling/Tl J./LE) 

Maglubiyet niles over both goblins and hobgoblins, allowing 
other gods of the pantheon lo Focus on one race or the other. 
And Khurgorbaeyag is Ihe specific [lower of goblins as a 
race, the leader who bows only to Maglubiyet. It’s Khurgor- 
hacyag who rigidly drives the goblins m the atrocities they 
coni mil in war, and Khurgorbacyag who urges them to take 
loads of slaves lo do the work the Lowest goblin would scorn. 
His priests are hts highest servants, and he uses them to push 
the race in the direction he wants it to go. 

Khurgorbaeyag obeys Maglubiyet mainly because he's 
seen what happens to powers in the pantheon who get too 
uppity. SHU, in his secret heart, he plans ways to depose the 
tyrant ruler. However, until he has a foolproof plot, he re¬ 
mains as loyal as possible. 

The Overseer also has a rivalry with Nomng-Geaya (the 
god of hobgohlmsl, fur he knows that the race that succeeds 
the most is likely to curry favor with the head of the pan¬ 
theon - and he’s determined to have his goblins climb lo Che 
top of the heap. Finally, KliurgorhacyEig has established an 
alliance with the bugbear power llruggek; the two of them 
sometimes work together against the lesser orcish powers. 

He shares the realm of Clangor with the oiher goblin 
deities; sec Maglubiyet H s entry (below} for a description of 
the realm. 

m AGI-UBI Y€ + 

Greater Power, “Lord of Depths and Darkness" 

- t War. rulership 
AL LE l\ M . LE 

i Bloody axe 

Acheron / A va las/CI ango r 

I Rnslnrhan the Foul (Px/rf haatC7-U f cornu- 

gon]/HD 10 V LliJ; Ska ran Uendbune |F x/B hobgoblin/ 
F14/LE) 


Maglubiyet controls Ehe goblins and hobgoblins wiEh a 
strong, unyielding fist, dominating the two races through vi¬ 
sions sent to his shamans (or, in some cases, through the clan 
chiefs themselves). He icleraies no infringements on his 
power; he crushes ail interlopers, and is just paranoid 
enough to find interlopers everywhere. If there's one thing 
Maglubiyet leaches his people, it’s that a body's got lo look 
out for number one, 

The deity has a true passion for war and destruction. He 
sends his chosen on missions of devastation simply for the 
glory of battle - it's up to the lesser powers to push for such 
things as survival and expansion of the races. Maglubiyet 
used 10 have a pair or sons as his lieutenants; however, be 
cause of the very nature of goblin life, he decided he couldn't 
trust them. So he disposed of the sods by sending them on 
disastrous charges agEunsr the ores and the dwarves. 'Course, 
now he wishes he had cutters he could trust lo go on impor¬ 
tant missions. 

MagiubIyer’s realm — also the borne of ihe rest of ihe 
pantheon - is called Clangor, a society of strict hierarchy and 
rugged order, A berk who doesn't keep his place is cut down 
faster than an ore retrull. The realm's on one fate of an iron 
cube of Avalas (the first layer of Acheron}, and it's a land of 
cold metal and hot blood. Towers and burgs rise up from the 
surface oi'ihc [ran, hui because buildings are wrecked when¬ 
ever the mammoth cube crashes into another, the goblins also 
tunnel deep below ihe ground to keep from being crushed. 

Maglubiyet retains a handful of baatezu advisers (in¬ 
cluding his proxy Ro&iorhan), though he’s always peery of 
treachery. Aside from the other members of his pantheon, he 
lias Jew friends among [he powers. He just chalks his isola¬ 
tion up to the demands of godhood, though it likely says 
more about his character than anything else - not all pan¬ 
theon leaders are as shunned. 

N® m©G-GEAYA 

Lesser Power. “The General " 

War, authority (hobgoblins) 

M LE AM LE I hobgoblins) 

Crossed sword and axe 
l Achero n / A va tas/Cl an gor 

Alani'Tnrgrim [P xlS hobgoblin/Fll/LE] 

Nnmng-Gcjiya. the grim patron of hobgoblins, is said to he 
one uf ihe finesi military commanders on any plane. He's 
stoic, gruff, and brutal, exemplifying aii the traits, hobgoblins 
seek to emulate. The deity barely controls his hatred for Bar- 
grivyck, who he sees as a weakling, but Noniog-Geaya 
knows thac, lu smite the Peacekeeper would be to Invite the 
wrath of Maglubiyet, and he's not ready for that. 

Fact is. though Maglubiyet wouldn't believe it, Nrnnng- 
Genya Ells no wish to supplant Ihe pantheon leader. He 
knows his own place too well, and knows that he's not qual¬ 
ified for the greater power's work. Instead, Ihe General is 
quiet, speaking only when he must - one of the qualities 
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that makes him so valuable a cotnmpnder, 

Chant is Nomog-Geaya's [lie one who charged I he hob¬ 
goblins with settling the giant mesa Kedsplke, and the berks 
did jus-i lliai. turning I he whole thing into a cross between a 
town and a giant tower (see the map on page 135), It's the 
main burg of the hobgoblins of Clangor, and any plane- 
walker who finds himself in trouble with the realm's goblins 
might try his luck in Redspike. Playing the two races against 
each other is a dangerous game, but it just might save a 
body's skin now and again. 

♦ THE ©RCISH POWERS ♦ 

The orrisb pantheon is one that's been kicked around far 
more than its fair share, As the head of the group, the greater 
power Gruumsh must make sure the ores and their powers 
are writ taken care of, that they survive no matter what. And 
that's getting harden See, folks say the ores have been driven 
so far that they'll have to make their final stand on Acheron 
— and Gruumsh is partly lo blame. By allowing his lieu¬ 
tenants to squabble among themselves, the pantheon was 
taken by surprise and forced to leave its territory on Baator 
(and chan! is the nrcs'd already fled Gehenna before that). 
Now, they'll do or die from Nishrek, a realm on the opposite 
face of the same cube inhabited by the goblin pantheon. 

Nishrek's not as orderly as Clangor. Instead, individual 
ores jockey for position in the ever-changing leadership of 
the realm, fighting their way out of the trench-slums dug 
deep Enin Ihc iron surface of the cube. Those who make it out 
of the trenches can then vie for places in the mighty ore is h 
army, which marches out regularly to war with the goblins. 

The ores have al least one thing going for them: the 
Rule of Threes. First of all, Gruumsh has a dear chain of 
command- Second, he's not afraid of his lieutenants rising 
agairisi him. And third, the pantheon knows that Nishrek ts 
its last stand. All three of these factors make the ores a more 
effective force than ever. 

BAHG+RU 

Intermediate Poirer, “The Ley-Brcoktr" 

Strength, combat 
■ l l-F TV V l LE 

Broken (high bone 
n Acheron/Aval as/Nishrek 

Moragrek fPx/d orc/F9/Fated/IE] 

Bahgtru, Grilutnsh's son, is dumber than any power has the 
right to be. Chant is most mortals could easily pul one over 
on the basher but if he ever found out about it, he’d, use his 
awesome strength to crush them into pulp and beyond, 
Babgtrn cares for sheer physical prowess and little else. 

Still, lie's unfailingly loyal to Gruumsh, Fact is, the only 
powers Bahgtru trusts arc Gruumsh and Luthic, and be trusts 
both of them completely. 


The 1.eg-Breaker is ton leal hr rhea ded to have complex 
rivalries willi other powers, though he's looking fora re 
rnaich with ’'peace-loving'’ Bargrivyck, He's also always 
wanted to pit his strength against that of Magnt, one of 
Thor's children, 

GRU um SH 

Gmttt r Power, "Ue-Whn-NtTvr-Slevps " 

' War, territory 
\\ LE •• I LE 

Single unwinking eye 
1 1 Acheron / Aval as / N ishrek 

Makreic Ironskull [?x}£ nrng/F 12/LNj; 

Ardcron of the Rotting Throne (Px/d orc/F8/LE) 

Gruumsh, leader of the pantheon, is a god of war who hives 
fighting for its own sake. He revels in strife and pain, push¬ 
ing his people to expand their territories by driving other 
races from prime-mate rial lands. The ores- have developed 
the ability to survive anywhere, even in the most hostile en¬ 
vironments, simply because they need to. Of course, if they 
can strike al beautiful, serene land, they'll do so — bui be¬ 
cause of Gruumsh, they’ll likely raze the place and return to 
the austere beauty of their homes, 

Gruumsh is a harsh ruler; he constantly demands the 
most from his people, weeding out the weak and sending 
horrifying omens to those who don't live up to his expecta¬ 
tions. If a batch of berks just can'1 push ihemseives to excel, 
Gruumsh usually destroys them by fire or the aggression of 
rival ore clans. 

He has an eternal enmity for both dwarves and elves, 
especially Mo rad in and Coreilon Larethian. Legends say the 
leader of the elvish pantheon pul out Gruurush's eye in 
battle, and now the orcish deity searches the cosmos aver for 
it. He plans to find w hoe vet's foolish enough to keep the eye 
hidden from him, and tear ihc .sod apart. 

I LN£VAL 

Intermediate Positk “Son of Strife" 

* Warfare 

\J LE V \l . LR 

Bloodied broadsword 

Acheron/Aval as/Nishrek 

General Gutdrin Blul (P xf£ half-nrc/Fl 2/LEI 

lltieval is a direct, take-charge kind of power, one who 
doesn't hesitate to lead troops into battle, as opposed (o just 
watching them fight from behind the front lines. He's 
Gruumsh’s tactician and general, but lie's also been waiting 
for ages for the right moment to seize power from He-who- 
n ever-sleeps. Naturally, Gruumsh knows what 13nevjI's plan¬ 
ning, and thus doesn't act - yet. 

On Ihc other hand, llncval is absolutely frightened of 
Bahgtru's brutality, and he avoids Gruumsh *$ son as much as 
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pos^ihlc 1 . What's more, llneval's said tn lusi Ether Tut hie, llru- 
u rush’s wife, but he L s afraid to act on chat as well for a god 
of bold warfare, it's amazing that he's so hemmed in by 
forces he can : influence. 

L U + H I C 

Lesser Patrtr, “The Hatter, Great Mother" 

fertility, medicine, servitude 
VI LE VYAI II 

V-\ mi Cave en I ranee mm' 

Ac h ero n/Av al as /N ish rek 

Tamurrda (Px/¥ orc/P6/I.F) 

Luthic, the wife (rind sometime servant) of Grumnsh, has 
only a small following, but her worshipers arc failhful 
enough to feed her plenty of power. She's the one the ores 
turn to when they’re in need of morale, heating, and chil¬ 
dren. For a female [a curse indeed in orcish society!, she 
proves herself far more useful than most males'd ever think 
possible. 

Truth is, Luthic is one of the few who can readily bend 
the ears of both Gniumsh and Bahgtni, and she doesn’t shy 
from using this to her advantage. Chant is she's also secretly 
communicating with Hecate for help against the golds ns, hut 
so far the witch-queen hasn't responded to Luthic’s over¬ 
tures, The Greal Mother never gives up, though, and she's 
determined to get Hecate on the ores' side soon, 

SHARGAAS 

Intermediate Pouvr, 'The Night lord" 

W , Darkness, thieves 
AL: NE WAI : Any evil 

hoi Red crescent mm in with skull 

Gehenna/Kjangath/ihe Night Below 
l T urgre n the Haif-B I ind (P xf<$ a re/F12/1, El 

While the onelsh god Yurtrus (see below] is antilife, Shargaas 
simply hates life, lie even rails against his own existence, 
and strikes out at those who make it arty more unbearable 
(often after careful, considered scheming), 'Course, almost 
everyone tits that description. 

Shargaas tries to remain aloof from the eternal battle 
between the ores and the goblins, but it's nigh impossible to 
ignore the demands of Oniumsh. Al the greater power's com¬ 
mand, the Night Lord sends fnri h squadrons of assassins to 
remove the generals of the goblin army, and then withdraws 
so far inio his realm that not even Gruumsh can contact him 
for a year and a day. 

It's hard to find anyth iff g in the realm, really. The Night 
Below is n place of near-absolute blackness, Shargaas's peti¬ 
tioners can see just fine, hut any berk who doesn't belong 
finds himself stumbling through Ihc dark, attracting ores like 
flies draw spiders. 


YUR+RUS 

fu hrmafiate Pun rr, " White-Hands ” 

■ Death, disease 

M NE VAL Any evil 

s MHtn : White hand on black field 
i Li ray Wastc/Oirms/Fleshslnugb 

k . I'i ' ii None 

Yurtrus frightens even Gruumsh, lor the intermediate power 
is nothing more than the denial of life and ex isle nee. Sun', 
Gruumsh could probably kill White-Hands if he so desired, 
bill chant is he's afraid In get that dose, Yurtrus has no 
mouth and never speaks, and sends plagues and disease as 
he will, capriciously, Ores worship him only because they 
fear to anger him. 

Almost nothing is known of Yurtrus or his realm, which 
Is commonly called l leshslough, That's because anyone who 
enters the realm never leaves, not even avatars sent by other 
powers. The entrance to the place is two great black-iron 
doors set into u forbidding hillside in Dinas; the stench of 
death wafts out every time the doors swing open. 

© + HER 

♦ m®NS + R©US P0WERS ♦ 

The rest of the powers in this chapter are a diverse sampling 
of the monstrous deities from around the planes. Some of 
them Eire helpful, others harmful, but all have a mindset 
that's almost impossible for a human to understand — unless, 
of course, the herk's spent time as one of the creatures they 
Watch over. 

BAHAII 1 U + 

Lesser Power, “Draco Paladin" 

' Good dragons, wisdom 
At LG WA. Good dragons 

Pole StEir above milky nebula 
FI 'ii Mou n t Ce les t ia /'Men u ri nf B aha rri ut’s Pa la cc 

K "■ I m,ii Seven gold dragons 

Baba mu t is rhe protector of all good dragons and a fierce op- 
pot lent of evil He believes in (he sanctity of life, and won’t 
willingly kill a no [her creature unless he has no other choice. 
By dragon standards, he is sharing and selfless, and till good 
wyrms look to him for guidance and wisdom. Bahamul is 
also a friend to good-aligned mortal deities, especially the 
Se] da trine and (he Celts. 

His realm is a palace filled with the jink he's accumu¬ 
lated over the years, and it somehow occupies the first lour 
layers of Mount Celestia all at once. What’s more, the case 
supposedly holds portals to the Astral and Elemental Planes. 
It's h real popular place, but ii doesn’t always attract I he 
right kind of attention. 
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BLIBD©$LP®©LP 

Intermediate Power, "Sea Mother" 

Hark, insanity, revenge 
NF W\\ HE, VS. (kuo-tca) 

Lobster head and black pearl 
II' ii i - Elemental Water/thc Murky Depihs 
I 1 Priest‘Prince Va-Guulgh [Px/iJ kuo-tou/P ID, 

T10/NE1 

Though once the brjghl patron of an evolved race (so say the 
legends, anyway), Blibdoolpnnlp has become a warped and 
twisted being as the kuo-tua have waned in power and intelli¬ 
gence. She lives in competition with the drow powers and the 
illithids’re said to seek her constantly in order lo devour her. 

Really, though, Bllhdoolpoolp avoids just about all other 
powers as best as she can, for she’s fantastically afraid that 
they'll discover the ancient secrets of her race (whatever they 
are|. She refuses 10 believe that the kuo-toa are any less 
mighty than ihry once were, which no doubt contributes lo 
her already-questionahle state of mind. 

BI Lb d no I pool p’s- realm ties in what she considers the 
heart of the Elemental Plane of Water, darkened by her jeal¬ 
ousy and hatred, it's one of the few spots on the plane where 
the water has a sandy flour - her crustacean companions 
need to make homes, after all. Any visitor that's pot a kun¬ 
to ll had best look nut; the petitioners are under orders to 
rend trespassers limb from limb. Still, chant is BJLbduol- 
poolp's gn| hoary secrets of magic — a lure that draws many 
knowledge-seekcni anti cross traders to the realm. 

GZf IT1NID 

Leaser Power ,; "The Gas Gians" 

Gases, obscuremeut, deception 
A l Cll WAI CE 

Bronze rod held in u nlades 
II' Outlands/Gzemnid's Realm 

I None (though rumors of a beholder squadron 

abound] 

Most ordinary beholders aren’t wilting to bargain with crea¬ 
tures they deem as "inferior," but Gzemtiitl - one of the two 
beholder powers - is a bit more flexible. When confronted 
with si rota g mortal beings who make no immediate move 
toward violence, it’s said that Gzcmnid might offer to trade 
for magic and secrets, though a berk who counts on this’d 
best have a grave already dug. The deity most definitely 
spies on mortal wizards and sages who study the nature of 
the run hi verse; he hopes to steal their discoveries through il¬ 
lusion and deception. 

Lots of folks wonder why a power of chaos and evil 
makes his home — a tangled mess of tunnels - below the 
neutral Outlands, and more to the point, why the realm 
doesn't slip over to the Abyss, Some say it's based on an al¬ 
liance with she much stronger 11 seaside (see below), though a 


few scholars claim that Gzemnld's hiding from the retribu- 
Sion nf powerful foes — perhaps even (he Great Beholder 
Mother, although most reports mark the iwo us friendly. 

lit any casc r some thinkers attribute the presence of 
Gzemnid (and Jlsenslnc] to simple moral relativism. See, the 
monstrous gods tire considered evil by must mortals, hut per¬ 
haps their own standards arc different enough to anchor 
them to the Out la lids. 

I L S € N S I N £ 

Greater Power, “The Great Brain " 

Mental dominion, magic 
M LE WAI. I F. 

Glowing brain with two tentacles 
Dot La nd s/ihc Ca vein s of 1 h o u gilt 
> All tllitbids (supposedly) 

A being of pure energy t User si tie is the pal rot i and creator of 
rite illithid race {and, some say, the secret master of the cra¬ 
nium rals as well). Depicted as a huge, green-glowing bra in. 
the power's tentacles extend across the mulriverse. feeding 
information directly to the bloated msiss of the god-brain. 

like G/emnid, ILsensine dwells in a knoiwurk of tunnels 
below the Dull a rids; their realms often intertwine, making it 
hard for a berk lo figure out where he is. Bloods guess rhat 
because llsensine is a deity of thought and knowledge, it re 
sides on the Outlands, despite leaning toward law and evil, 
The same folks say rliai Gzemnid chooses to weave his realm 
with ihe god brain’s, hoping that 11 sensi lie's greater might 
will keep them both firmly rooted to (he plane. 

Whatever the truih, the Caverns of Thoughl are a dra¬ 
matic departure from I lie standard Gut lander realm. As a 
body approaches the center of the maze of passages, waves 
of thought and psychic force from User sine grow stronger 
and stronger, twisting those with weak minds iraiu horrifying 
zombies. The dwarves of the nearby Dwarviah Mountain 
know to keep to their end of I he tunnels, though lately some 
report having been spied upon by zombies that shuffled off 
arid disappeared in the darkness. 

SHGK1NES+€fc 

Greater Power, ‘The Three-Fared Queen' 

■ * Destruction, knowledge, creation maintenance 
M N WAL; N, CE, LG 

Mask, mirror, or grain jar 
Gut lands/the Court of Light 

Knk I'i i Agara (Px/? water naga/HD ]0/N); YVissil- 
1 inter (Pk/J Spirit naga/HD 12/CE); Atora (Px/$ 
guardian naga/HD 13/LG) 

Following the Rule of Threes, the goddess of ihe nagas takes 
three different forms, yet each is pari of the overarching in¬ 
telligence that is Shrkinester herself. 

The first aspect is ihai of ihe Weaver, a crone-faced 
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naga who destroys so that creation might conic of it, She 
also weaves understanding among the unenlightened. The 
second aspect is that of the Frapowerer, a bestower of wis¬ 
dom and asker of riddles* She pushes bashers into the truth* 
whether they like it or not, and helps them to accept the 
changes. The third aspect is that of the Preserver, the keeper 
of light and knowledge, as well as the recorder of the dead 
spirits that pass her way. 

Sheik in ester's realm, too, is divided into three concentric 
circles (unifying the Rule of Threes and the Unity of Kings}, 
The outermost ring is called the Loom of the Weaver, a maze 
of thorns ihat ail visitors must find their way through, A cut¬ 
ter who makes it stumbles into the Hall of Tests, where 
Shekinester is said to keep her palace. Finally, the palace it¬ 
self holds the innermost circle, where a body Finds the Arch¬ 
ing Flame — a lire that supposedly fuels the workings of the 
entire multlverse. Whether it’s true or not is anyone's guess, 
but no one, not even Shekinester herself, can quench the 
Arching Flame, 

The goddess has many allies among the powers; most 
dwell on the Gut lands* hut others are scattered across the 
planes. However, Eshekinesier values the friendship of the 
Egyptian pantheon most highly, 

Tl Am A + 

Lesser Power, ‘The Avaricious M 

1 Evil dragons 

\I LE WAL: Evil dragons 

i Five-headed dragon 
H i Baator/Avemus/Tlanial's Lair 
\ h One chromatic (evil) dragon of each color 

Just lis El aha ittu t is the protector and benefactor of the gootl- 
aligned dragons, so is fiamat the destroyer of life and the 
matron of evil dragons. She never ceases in her efforts to 
cause mischief and destruction, and h's about all Draco Fal- 
adin can do to keep her in check. TJuniat is vile through and 
through, and she'd lay waste to the planes if she could. 

Her realm, hidden in the hills of A vermis, is a sprawling 
cave complex guarded by her offspring and her lovers. Trea¬ 
sure lies scattered about the floor, but it ain't for the taking. 
Woe to the sod who thinks he can gel out with even ll copper 
piece. Chant is I'iamat guards the only known gate to Dk the 
second layer o f Baator, hut won’t tcL anyone through without 
a hefty sacrifice, 

Tiamat wits once rumored to he one of the Lords of the 
Nine, the high-ups who watch over the nine layers of the 
plane, Truth is. she’s good friends with some of the lords (at 
least insofar as evil of that magnitude can be friendly], but 
she’s not one of them. Still, she has powerful Forces at her 
command; the haatcZU constantly offer her gills, bribes, and 
servants Tor the loan of some of her dragons. Ti a mar's not 
sealed any bargains yet, bur she's weakening to the fiends' 
persuasion* 


T I 4* A N I A 

Greater Power, “The faerie Queen '' 

Faeries, friendship, magic 
\1:CG WAL: Any N or G 

White diamond with blue star 
Hi 'Ml i Seelie Court (wanders) 

True Tom |Px/^ hunltui/B 17/NG) 

file queen of the roaming Seelie Court, TLlama is Imperious 
and beautiful, powerful and incisive, yet strangely flighty and 
vacuous. There's really no classifying her. She watches over all 
of faeriekind - which includes tremits, dryads* satyrs, pixies* 
unicorns, and the like — Eind desires no (hang more for her 
charges than that they should live forever in blissful happiness. 
Iter husband and consort as C heron* taut they both lake 
other lovers as suits them. Fact is, that’s how Tatania got her 
bardie proxy, True Tom (sometimes called iliomas the 
Rhymer) - she made him her consort and enchanted him so he 
could only speak the truth. The queen's dalliances send 
Uberon into fils of blackest jealousy, and it's said he lakes 
lovers only tn spite his wife. 

The Seelie Court wanders about the good-aligned planes of 
chaos (Ysgand, Arborea, and the Beastlands), and time flows dif¬ 
ferently within Its rolling borders. Some say I lac sylvan realm is 
more beautiful thtm Etray rather. ‘Course* the Seldarinc dispute 
ihat, but gently - the elvish powers are good friends with the 
Faerie Queen, and aid iter in nearly any venture she asks. 

YtfN©GHU 

Lesser Power, “The Destroyer' 

■ i Ghouls, gnolls, paralysis 
U CF WAL CE 

Triple-headed flail 

i Abyss/422/the Seeping Woods 

■ n Splitfang SPx /6 camhion/HD 10/CL) 

Yeenoghu is the very picture of ata Abyssal lord made good. 
Through slow poaching of the followers of Corellik (the for- 
mergnoll got]), Yeenoghu lias managed to subvert almost the 
entire race of hyena-headed humanoids to his worship. By of¬ 
fering abilities to his priests that Corellik could nol, the De¬ 
stroyer appealed to the need fur force and strength in the 
gnollish heart, and wrested them away, 

Yeenoghu‘s realm on the 422nd layer of the Abyss centers 
around his great hone throne, a mountain of limbs tom from 
those 1 who’ve displeased him. The land consists of savannahs 
and endless, sickly yellow forests, where the very water is poi¬ 
son and parasites ooze through every surface. Yeenoghu and 
his gnolls hunt any berks addle-coved enough to wander near, 
The gnoll god keeps away from contact wilh other deities. 
The giantish gods may appeal (o (he gnolls, but Yeenoghu 
wants nothing to do with them. Ete simply hates ail other pow¬ 
ers. and plots to steal their strength the same way he took 
Corel] it's. 
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The H 





Where the land |dummils from 1 he snowy hills into the icy fjords below, where the longboats 
draw up ora to (he beach, where the glacier? flow forward and relreat with every hill and spring 

(his is ihc land of (he Vikings, the home of the Morse pantheon. 
Jl's. a brutal dime, and one thru calls for brutal living. The 
warriors of the land have had to adapt iu the harsh conditions in 
order to survive, but they haven'l been too twisted by the needs ol 
their environment. Given the necessity of raiding lor food and 
wealth, ifs surprising the mortals turned oitl as well! as they did. 
Their powers relied the reed these warriors had for strong leader¬ 
ship and decisive action, Thus, they see their deifies in every bend 
ol a river, hear them in (he crash of the thunder and the booming of the glaciers, and smell 
(hem in the smoke of a burning limglumse. 



♦ THE PAN + HCSN ♦ 

in the oldest days, rdi existence was merely an abyss between (he iwo 
poles of freezing N if! be ini and burning Muspelheim. Above 
[tie Iwo worlds grew (he World Ash, Yggdrasil, and 
below them yawned a chasm be¬ 
tween fire and ice, Legend has 
it there were no living beings 
in all the multi verse. 

At least, not until the two 
elements met in I he Ginnungagap 
(the abyss), where they combined and 
created earth and sea, filled with salty Ice. The 
trickle of water grew and formed the giant Ymir and 
his cow Audhumla. Ymir grew strong on the milk of 
the raw, and the heat made by Muspelheim in 
the south caused him in sweat. Those droplets 
spawned the giants, the beings who would be 
Ihc eternal foes of (he coming gods. 

Audi] urn la, in tier (urn, grew sirnug by 
licking the salt of the ice floes. And one day 
her tongue brought forth another being from (he ice - 
the giant Burl Jim then brought forth his son Bor, 
who married the giantess Best I a (one ci T Ymir's 
descendants) and produced three children: Odin, Ve. and Vili. The three new gods knew that 
only evil could come of letting rhe giants live, and so they slew Ymir. His blood filled the Gin- 
mingagup, drowning all but iwo of the giants, who escaped to Ibsier the rest of their race. The 
giants swore eternal vengeance on ihc gods for this; thus did the Morse powers create their own 
worst enemies. 

Then Odin and his brothers created the world from Ymirs remains. They took maggots and 
worms from the giant's corpse, and turned them Into elves and faeries, dwarves and trolls, (he 
gods consigned the latter group iu Svartalfheim, while the former made their home in Alfheim, 
halfway between heaven and earth, Afterward, the powers created the realm of Asgard for 
themselves, and Midgurd - the Middle World for the mortals. All of the worlds (including Ni- 
flheim and Muspelheim) were connected by the mighty Yggdrasil, which arched over and! 
ih ru ugh everything. 

And then came the other gods, the Aesir, created by Odin to populate the paradise the three 
brothers had created hi the heavens. From elsewhere came the Vanir, fellow deities who seem¬ 
ingly rose from nowhere, and the two groups struggled for dominance. Eventually, they de- 
da red a stale in ate and esc bunged hostages to ensure peace between the two pantheons. The 
Vanir gave up Njord and bis children Frey anil Frcya. The Aesir sent away Hucmr (Odin's 
brother] and Mitnir (a dispenser of wisdom whose ability was so admired that wizards named 
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[Ilf magical item aflcr him). Even after he if Led, Mimir gave 
excellent advice, and some say that Odin has only one eye 
because he traded his other to Mimir in exchange for words 
of wisdom. 

The Worse gods have an awful lot of hisiory., and it's 
even nrnre involved than this. Hut at least a body can see 
that the Aesir rose Irorn a chaotic ft a si, one that didn’t much 
resolve itself through the course of time. The deities them¬ 
selves are little better: they're a rowdy bunch, easy to insult 
and hard to soothe. They're nol as insufferably proud as the 
Olympians, but they are exceedingly touchy about their 
spheres of interest. 

Simply put, Uie gods of the pantheon believe in power, 
both their own and that of their people. It's only through 
power, after all, that a blood knows where he stands. That 
kind of identity is important, whether it's of the individual, 
family, clan, nation, or race - all are paramount. See, power 
lets a body truly enjoy life. If he's always busy serving some 
other berk, he won't experience the richness ihat existence 
has to offer Everyone should strive to be the best, to make a 
name even among (he heroes around him. That's the only 
way to live. 

Given that attitude, it’s curious that the Acsir are such a 
fatalistic hunch- They know they'll face their dooms at Rag- 
narok, when the forces of evil will rise against them, and 
each deity even knows how he’ll die. But they still persist in 
training themselves for the final battle. It ain't that they 
think they can affect the outcome. They just want to take as 
many of the enemy with them as they can. 

♦ THE W©RSHIPERS ♦ 

The northmen tend to dwell near the shores of the great 
fjords, forced to live there by the constraints of the land. The 
craggy mountains prevent any serious overland journeys, so 
the mortals rely on their trusty longboats For travel, trade, 
and terror. Each spring, (hey plant their crops and then raid 
and pillage for the supplies they desperately need. Sure, 
some of the bashers are hunters, fishers, and whalers, hut 
those aren't reliable sources of sustenance. 

The followers of the Acsir are not as bloodthirsty as the 
legends of iheir enemies make them out to he, They're 
straightforward and brutal when necessary, but the nature of 
the land makes them so. They're also self-reliant and some of 
the bravest bashers a body's ever likely tu meet. Fact is, they 
place such a high value on heroism and meeting death un¬ 
flinchingly that one of the highest honors a cutter can pay 
his foe is lo let him dir as bravely as possible. 

See. the north men live (and die) hy a code of honor, a 
code that's acknowledged by even the most brash and law¬ 
less berks among them. It unites the people in common 
causes, teaching them to offer hospitably against the cold 
and the dark; that the enemy of a friend is an enemy, while 
the enemy of an enemy is a friend; that family is the most 
important pan of a body's life, and an insult to one member 


is a slap in the face of nit; and that the greatest courage is in 
riding toward death without fear nr second thoughts, 

♦ ASGARD and VAN AHE I m ♦ 

.lust how influential are the Aesir? Well, their realm is prob¬ 
ably the best-known patch of land on Ysgard, anti when 
most folks talk about the three layers of the plane, they use 
I he names put forth by the Worse tongue: Ysgard, Muspel- 
heim, and N Ida veil lr, Bui the iwit realms of Asgard anti 
Vanaheim - home to the Aesir and the Vanir, respectively - 
both sit in the first layer. 

AsgH.nl\ the shared realm of jnst about all the powers of 
the Aesir (see the map on pages I44-I4bj, It's a cold, moun¬ 
tainous land, crisscrossed with rivers, filled with lakes, and 
strewn with plains and forests. Titanic estates doi the land¬ 
scape — the magnificent homes of the gods - and the peti¬ 
tioners are welcomed inside for die feasts and revelries that 
never seem tu end. The whole realm is surrounded by a ihit'k 
wall, supposedly built hy a giant who was later bobbed out 
of his jink and then killed when he complained (no wonder 
the Filled fed such a si rung connection tn Asgard], 

Oddly enough, the realm itself encourages lighting. Any 
herk slain here - as long as he dies well - can be reborn. 
’Course, dying well doesn't mean falling in a hail of arrows 
(unless they’re all fired at the sod in question while he's 
single-handedly charging the enemy). It means a body tak¬ 
ing out foes right up to his last breath, moving past the poim 
where most otbers'd collapse, lighting till it Just ain’t pos¬ 
sible to go on, That's why Asgard's petitioners are feared die 
planes over - they’ve learned they don’t have to he afraid of 
anything except for fear itself, and that savagery and relent¬ 
less will is the best way for a basher to get what he ueeds. 

The Aesir maintain their connection to I he Prime Mate¬ 
rial Plane with Hi frost, the Rainbow Bridge. Believers can 
travel on the bridge, but those with no faith in the Aesir or 
Vanir find that it constantly moves away front them. Bifrost 
is proof against both fire and frost gianls; chant is (he red of 
the bridge burns die frost giants, while the magenta freezes 
(heir fiery cousins. The god Hcimdall watches over Bifrost, 
never seeming tu sleep, arid he lets the bridge extend to a 
single prime-material world at a time. 

Vanaheim is lhi" other realm of (he Morse gods, home to 
the Vanir: Frey, Freya. tiller, Njord, and others who keep 
themselves hidden from mortal knowledge. It's a realm of 
beauty laid out along a scacoast, and the land is often 
smothered in log. Vanaheim’s nol nearly as mountainous as 
Asgard: truth is, it seems a bit like Tir na Gg, what with its 
rolling hills, winding coasts, and mystically contemplative 
landscapes. 

Just like the petitioners in Asgard, those in Vanaheim 
arc reborn each day. but they’re less warlike and more ratio¬ 
nal. preferring intellectual pursuils to those of the body. 
That's not to say they're not dangerous in a fight; it's just 
that they don't give themselves over to battle entirely. 
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♦ THE P©WERS ♦ 


As one of the most unruly pantheons around, the Aesir are 
famed far and wide for their excessive habits (which they 
also encourage in their followers). Most of the powers toe 
Odin's line, but it's well known that some chafe under his 


as Odin’s eyes, and are completely immune to magical euii- 
iroL Any berk who harms them is subject to Odin's direct 
wrath. 

The hero Sigmund (Px /S human/FIB/CG) also serves 
ilie will of the pantheon's leader. He's the one w ho guards 
Hlidskialf, and in return, Odin lets him sit on the all-seeing 


imposed latv. Still, the All-Father Inis Led them to a position 
of prominence in the planes, and they find no reason to rebel 
against him - at least, not yet. 

©DIN 

Gm//tr Pcu’er, "The Ail-Father" 

War, wisdom, poetry, knowledge 
\\ CG VV \ l . Any 

Single blue eye 

Ysgurd/Y sgurd/Asgunl 

Odin, leader of the Aesir. is Etlso the fa liter la most of them. 
But he carries a dark secret within his breast - he’s dead. 
See, Odtn hung himself from the branches of Yggdraxii in 
order to gain knowledge of life and death and the world, 
and he got It. But the other powers believed in their leader's 
infallibility, and that faith brought Odin hack from the 
dead-book, metre or less. 

Now be dispenses wisdom front his throne HI ids k La if 
[which is guarded by a proxy and a mass of petitioners], 
and rides his eigli 1-legged horse Sleipner (n sites, that re¬ 
quire his personal uL tent ion. Some say the horse tuts eight 
tegs because that's the number of legs a coffin has (when 
it's Carried by four pallbearers); thus, Odin's really rich rig a 
casket into battle. 

hi any case, the All-Father epitomizes the Norse race. 
He's savage and wise ul the same time, straight forward arid 
subtle as the mood strikes him. lie rewards power with 
power, and only □ few things anger him: aiding a giant, los¬ 
ing a batik', or breaking ibc Laws of hospitality. 

□dim controls three halls in Asgard. The first is V'alask- 
iaif, from which lie rules. The second is GladsheLm, the com¬ 
mon hall of the Aesir, where they meet to swear loyalty to 
and share mead with their leader. The third is Valhalla, where 
the mightiest warriors of the north men are transformed into 
the cmlieriar. During the day, the place is mostly empty, as 
the einheriar are out honing their combat skills on each other. 
But at night, Valhalla's filled with the riotous noise of the 
feasting petitioners, all celebrating their triumphs of the clay. 

Odin doesn't associate much with other pantheons, ex¬ 
cept for two: He serves as both peacemaker and rabble- 
rouser Fnr I he Celts and the Greeks. On one band, he offers 
words of conciliation between the two, and on the oilier he 
sends Loki to cause mischief. In this way, Odin's slowly in¬ 
creasing the power of his own pantheon, but lie's playing a 
dangerous game. 

The All-Father's most famous proxies are rwo ravens 
called Hu^in (Thought) and Mutt in [Memory I (Px/tf raven/ 
III) 4/N|, The ravens can teleport anywhere in Ysgard to act 


throne. Only Frigga, Odin's wile, can do the same. 
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Lkv.uty . hai !sum 
Poetry, music 
Just ice 

Sunshine, rain. tcnJiiy, horn's 

Love, passion, human fertility 
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Youth, spring 
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acgir 

Intermediate Poirer .; "Old Man Sen 

Ai it Sea 

\l f F- VVAL Any 

Rough ocean waves 
II" i Ysgard/Ysgard/Asgard 


Aegir, the god of the sea, is alternately friendly and ferocious 
to the Aesir. He provides the deities with mead and banquets, 
but occasionally turns stag on them when it suits his needs. 
For this reason, he's not entirely loved by the rest of the pan 
theon, but the old power doesn't care - as tong as he's in¬ 
cluded in the festivities, he's happy, 

His hall, Htcsvang, is hidden beneath the waters of Ae- 
girsholm, one of Asgard’s lakes. The halt's covered with 
shells and whalebones, and its residents include all Nurse pe¬ 
titioners who died by drowning. 

Aegir is the father of the Wave Maidens, the nine 
m□ Ihers of HcimdalL His main proxy is Erik the Red (Px/t3 
human/Tl2/CN), a sailor of such skill that lie can take his 
boat beyond the edge of the world and back, Erik's a friendly 
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enough huslicr, but if a body crosses him* he'll literally be 
sleeping with the fishes - in I he hall of Iflcsvang, 

BAIDU K 

Intermediate Power, "Bright Son" 

■\ ^ Beauty, charisma 

Al NG VVAL: Any N or Cr 

"I : Gem-encrusted chalice 
Hla i i.‘k: Ysgard/Ysgard/Asgard 

Baidu r is the must beautiful and charismatic power the Aesir 
have ever seen — and they continue to say lids even after 
spying Aphrodite, Suite, and all the other goddesses of 
beauty. Whether l hey really mean it or just want to stick to¬ 
gether is anyone's guess, 

Haldur is the child of Frigga and Odin, and they dote on 
their charming son. His dreams are prophetic, at least to 
some degree, and the Aestr pay dose attention to what he 
tells them. Fact is, Rnldur is loved byjusi about everyone he 
meets, except for powers ol hatred and plague. Even gods 
who ain't normally friendly to humankind find a good word 
for the deity. 

Still, there’s one power much closer to home who envies 
Liaklutr, and therefore despises him - Loki, who hopes to kill 
the attractive god someday. Because Raldur is invulnerable 
to everything in creation except mistletoe, Loki plans lij 
fashion a spear made of the slufT. 

Baidu Gs hall in Asgard is called Rrridahlik, meaning 
"broad splendor," and he lives there with his wife, Manna. 
One of the radiant jewels of the realm, Breidablik's a place of 
warm, soft Light and Ihr scintillating company of beautiful 
people, Any sod who can’t count beauty as one of his assets 
best not even try to get in; only those who look good are al¬ 
lowed inside. Sadly, what's in a body's heart doesn’t matter, 
only the shallow exterior. 

Baidur has no proxies. That's because he has no ulterior 
motives (at least none that anyone knows of), and he's seem¬ 
ingly content to hask in the appreciation of his worshipers, 
his petitioners, and Ids fellow powers. 

BRAG I 

intermediate Fairer, "Skald's Friend" 

Ant; Poetry, music 

Al.: MG VVAL: Any ^ 

SvMiint: Harp 

H- • Elysium/Eronia/HarpHearlh; 

Y sgard/Ysgard/Asgard 

As (he deity of poetry mill music, Bmgi gains power 
every time one of Ids worshipers sings or recites verse, 
and thus he grows stronger with every 1 passing year. He's a 
fun-loving god, though one given to fits of manic activity, 
and he constantly wanders, seeking to improve his gift and 
bestow it ori Others, 


Rrngi's a good friend to poets anti songsters everywhere, 
even among the other pantheons. Oghma, especially, lias 
earned his respect, and the two’ve made music that sets the 
good-aligned planes singing. The Norse god has no particu¬ 
lar enemies, bill Iris hut red for the gaums has grown steadily 
over the centuries. This rage was fueled by Thiassi, the (nnw- 
deadj giant who kidnaped Rragi's wife Ldun to get at the Ap¬ 
ples of Youth (see 1 stuifs entry, later in this chapter). 

In addition to living in Asgard, Sragi keeps a realm on 
Elysium, where he says he can hear the beautiful music of 
the niuliiverse more dearly. The realm, I hup Hearth, is actu¬ 
ally little more Than a mount a in peak where the bracing 
winds of die upper air How. The proxy Thariisa Harp chord 
(Px/hunian/Rl 3/NG) strolls through the land with her 
small, golden harp, and Bragi himself maintains a small cot¬ 
tage on the slope |well, small for a god, anyway]. He retires 
there when lie's done listening In the songs of the wind for 
the day. ldun often visits him at the cottage, and they usually 
return in Asgard together shortly thereafter. 
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VV \ L Any good 


A 1 Justice 
Al IXi 

S vain 1 Seales 
IIom t'.'i Ysgard/Ysgard/Asgard 



For.seli, a wise and eloquent son of Raldur, has spent his en¬ 
tire existence trying to bring law to the chaotic Acsir, He's 
succeeded In the extent that mortals cull on him to ratify 
their laws, and the powers come to him to appeal to his leg¬ 
endary discretion (especially when Odin can'I he impartial), 
Nol only does Foret I i weigh each case on the basis of right 
and wrong, he also considers how a particular decision 
would further the community of gods, lie's not made a blun¬ 
der yet. 

His hall is called Glitnir, a shining Asgardian palace of 
gold and beaten silver. It's said 10 be what every north man 
dreams of, but only a select lew can enter its halls - specifi¬ 
cally, the rich and the generous (which rules out most of the 
race). Still, GI Units a place of glory and equality 
among those who can make 11 in, so its some¬ 
thing to which mortals can aspire, 
pf Forseti doesn't lavor any of his 

proxies above the others, though the 
more capable bloods receive the harder 
missions - he may be a power of equality, but 
he's not stupid. The proxy who’s proven herself 
best these days is Elena Meadwyrd (i‘x/9 human/ 
Pal 14/LG I. She’s calm and self-assured, and chant is 
she can make a hasher speak the truth, whether he 
wants to or rim. That reputation alone is enough to dissuade 
berks from lying, so Plena rarely has to use her power. 
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f R€Y 

htiennediatv Power, “Sunbeam" 

1 Sunshine, rain, fertility, horses 

NG v\ | Any N or G 

Ship-shaped cloud 

Ysgard/Ysgard/Vanahdm; Ysgurd/Ysgurd/ 

AIITif i m 

Frey, a member of the Vanin was sent io Asgard as part of 
the plan la guarantee peace bel ween the Aesir and their 
cousins. Regardless Frey's one of the most popular powers of 
lhe Worse pantheon. He’s u lusty god, one who enjoys 
life, and his worship naturally requires part id pat ion 
in fertility rites. Bui he's also a gentle deity, 
and he inspires loyalty in his followers - 
he doesn't demand much, and he blesses the 
people with suns hi me and rain alike. 

Frey owns the cloud-ship Skid- 
bladnir, which eon carry the entire 
pantheon and all Its gear, yet fold up 
anti fit inside his pocket when not in 
use. Furthermore, his sword can light 
of its own will if freed from its eon- 
lining sheath. 

The power maintains two realms. One’s In 
Vanahdm, where lie sails Skidbladnir along the 
coastline endlessly, losing himself in the sea breeze and 
sunshine. The other's ill Alfheim. where he rules with a kind 
touch. Both realms welcome Frey's patronage, for he spreads 
cheer wherever he travels, 

Whai's more, he fries not to engage in the political 
games and lends common io mnsi gods. He maintains cordial 
relations with the Daghdha, and is on excellem terms with the 
Seldarinc. Frey particularly enjoys the company of Corel Ion 
Larddiari, anil has made Corel I on's enemies his own, 

Sklmiir (Px/cJ human/FIG,MlO/NG} is Frey's rigid-hand 
man- Technically, the blood is an indentured servant but 
he'd serve Frey even if he didn’t owe the god his life. 
Skimir's calm and easy in just about everything he does, and 
this serenity radiates from him like an aura. Any bashers 
who come within 5 Feet of (he proxy are automatically 
calmed, unless iheir Fear or rage was brought on by divine 
providence. 

fR€YA 

Intermediate Power, “Lady of Fire" 

Love, passion, human fertility 
\l CN W,Al.i Any 

Woman-shaped Flame 

Ysga rel/ Ysga rd/Vann h ei m; Ysgu rd/ Ysga ret/Asgard 

Frey's II cry i win sister. Frey a. is likewise a member of the 
Vani it. She shares the waters of the EvergeJd with the other 
goddesses of beauty, and she doesn’t hesitate to use Us wa¬ 


ters to keep herself attractive and appealing. She too is 
hugely popular among The mortals, 

A body might think that Frcyn's vanity and dalliances 
would bring her nothing but condemnation, Bui the dark of 
it is that,, like any northern woman, she's free to choose her 
own way. That path may not match the standards set for 
women by the males, hut it surely matches the standards the 
males set for themselves, Besides, Frey as passions are tem¬ 
pered by her great intelligence. 

Still, the goddess is sought after by deity, 
giant, dwarf, and mortal iflike. It seems her 
beauty and free spirit captivate the 
male mind, and those who see her 
can't put their brain-boxes on any¬ 
thing else. Thus, Frey a has the 
Friendship of most any male power 
she encounters [Norse or otherwise]. 

Her hall is 
Sussrumnir, 
near the 
Folkvang 
I"Field of 
Folk"] in Vanaheim, 
The place was a gift 
from the Aesir on I fie 
occasion of her trade; it’s 
said to he etui rely 
impenetrable unless Frey a herself opens (he floors. Inside, 
Sussreimnir is luxury itself, strewn with furs and silks given 
to her by powers of far-oil pantheons, 

Freya's proxies are almost all female. Lharm Tornsdallihr 
(P x/‘? hit rim n/Mlfj./f N) is ihe cunenl favorite. She's beauti¬ 
ful, of course, with raven hair and shimmering black eyes big 
enough for a body to drown in. Site can charm any basher 
who meets her gaze, though the berk's got a chance to resist, 
A successful save versus spoil [with a # l bonus) keeps him 
free, though he won't know that Lharia iried tu sway him. 

FRICGA 

hitemwdiate Power, "Mother Shy" 

yky domestic life, marriage 
M : IN WAI Any lawful 

Spinning wheel 

Ysgard/Ysgard/Asgard 

Frigga, wife of Odin, is also the mother of four of his chil¬ 
dren: Baldur, Hodrp Hermod, and Tyr, All four have done her 
proud. Still, she's more concerned with the lot of her mortal 
worshipers, and she does wliat she can to keep women (espe¬ 
cially wives) From suffering under the tyranny of small- 
minded men, She T S even gone to war against her husband, 
leading an army of women disguised to look like men. That's 
how much Frigga cares for her charges. 

Though she shares Otlin's hails, she also has one of her 
own. ITs called Fensalir, and it's bidden high in the moun- 
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tains of Asgard, as suits a power of air, The hail is clean and 
well organised, with a place for everything, no matter how 
incongruous it may seem, Fensalir is less violent and less 
populated Ihau the other hails of Asgard, bill that's how 
Irigga wants it. Her petitioners are fewer, and like those of 
Vanahcam. care more for routemplation than violent action. 

Her main proxy is Greta Eltanir (Ps/9 half-elr/BJ2/N] t a 
woman with a voice that's bitter and sweet at the same time. 
Greta's been married thrice, and each Time her husband died 
brutally at the hands of a jealous troll. But ihc monster slays 
nul of sighi, and few believe that it exists, Greta, for her part, 
travels about counseling women whose marriages are founder¬ 
ing, and h's said that she can bring peace to any relationship, 

HEimDALL 

Intermediate Power, "Eagle-Eye* 

Light, guardianship 
AL IN VVAl IN 

-• m ■ A hom 

1 Ysgard/Ysgard/Asgard (I limbi burg) 

Heimdall Is the watcher over Bifrost, and he carries a mighty 
horn that he sounds when anyone approaches Asgard from 
the bridge, Friendly bashers hear only a sweet, low 
sound, but Heimdall greets enemies with a louder 
blast. It's said that he’ll break his horn with the 
blowing come REignamk, 

Heimdall’s one of the few powers 
of the Aesir with a realm outside the 
wall of Asgard: the shining city of 
Himinborg, The burg sits near the 
gules of Bifrost, and every sod who 
takes the Rainbow Bridge to Asgard 
musi fnsl pass ill rough Himinborg. 

□uiside the city, the Duksmid clan of 
dwarves tty eo sell their smith-forged wares 
to passersby. Within the town, watchtowers rise 
high above the land, manned by ei niter tar who seek to emu¬ 
late their patron's II aw I ess attention to duty, "Course. the ein- 
heriar are rite first defense for any invasion, and that tunds to 
make the residents of rhe city more than a little nervous. 
They’re pc cry of strangers, and watch a newcomer carefully 
until he's proven himself, 

Heimdall and Loki have a burning hatred for each other. 
Here's the -dark of it: Heimdall holds the trickster in complete 
contempt, and Loki can't stand the watcher’s self-righteous 
nature. But most of the other powers find Heimdall witty and 
ch a ruling. 

When called away from Himinborg, ur when he needs 
trustworthy blonds for urgent business, Heimdall summons his 
two proxies Ola fund Sven Trolls layer [both Px/c r human/Fl3/ 
l N]„ Oiaf has the ability to see JU miles in all directions at 
oncc r and no irnnnl construction can block his vision, Sven’s 
hearing is so incredible that he’s aware when a spider sktilers 
across the ceiling of a cottage clear across Asgard. 


HEL 

In termed iote Po j t xt, " The M era ies s" 

Death, disease 

U.: NE WAf: Any 

■in Her half-black, half-white face 
II" ii Gray Wasie/Niflhcim/Niflhelm 

HeE, daughter of Loki atid a giantess, is the power of the ig¬ 
noble dead. She watches over Ihc grim realm of Nif]helm on 
the Gray Waste. She s a joyless basher, though she’s seen 
from time to time with a mocking smile on the black half of 
her face (the whist 1 half has no features at all]. He! is, lit 
shun, just what a budy'd expect from a deity nf death and 
nearly emotionless. 

She bears no love for (he rest of the Morse pantheon; 
fact is, she's destined to lead her army of petitioners against 
Valhalla come Kagiiarok, and she’s looking forward to lhal 
day with anticipation. She cares even less for the agents of 
[lie powers, and Eiuy berk they send eo Ntlliiemi is likely to 
find himself seated at Hel's banquet table before long. 

The realm isn’t much to look at- li’s like the rest of ihe 
Gray Waste - dull and cheerless, A central banquet hall 
holds all the petitioners of Niflheim at once; obviously, it's a 

huge affair, hui it seems smaller 
on the inside, Thai’s mostly 
because no matter where a 
body sits, he can see Hei 
seated lli the hcEtd of the 
hall. The food on the 
table is rotting, and 
snakes drip poison from the 
ceiling - it’s not exactly 
homey, 

Hel's wandering proxy is Eirlkka the Bloody 
[Px/ ? human/TB/NET a basher who squeezes the 
blood of her past victims from her hands when she’s 
angry. Unlike the power she serves, Eirikka's quite min* 
tional. It's just that her emotion's usually anger, 

I DUN 

Intermediate Power, H Youthbrittger" 

\ ■ Youth, spring 
U CG WAL: Any good 

'-i ■ Apples 

I i Ysgard/Ysgard/Asgard; Elysium/Eroni a/Harp 

Hearth 

Jdun, wife of Bragi, Is the power in charge of making sure the 
Aesir remain you tig. She does this by keeping charge over 
the Apples of Youth, which she feeds to the Olympians once 
every year come spring. Obviously, the apples make [dun a 
prized commodity among the near-immortals of the planes, 
and they've attempted to kidnap her several times. Each 
time, the other Morse gods have rescued her before the vil- 
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lain* could eat of the apples, hut surely one of these times 
they'll slip — and the giants will he waiting, 

[dun shares a home with Bragi in Asgard, and though 
she visits iter husband in Harp Hearth Irani time iu Ume t she 
prefers ro remain among her fellow powers. The Aesir, natu¬ 
rally, value Jilt because she's ihc (inly one who ran pluek the 
apples from the'free of Youth, but Idun's earned the friend¬ 
ship of deities outside the p ninth eon as well, including Lath- 
a uder of forth 

Idun's proxy is a young maiden named (J ltd run (Px/? 
human/F4/CG), who can interact with the Norse powers di- 
reetiy as site brings them their apples. Truth is, she can even 
ask a favor of the Aesir once a year and be reasonably sure 
of having it granted. Still, Gudrun’s said to have her eye on 
joining the Valkyries one day and working to fetch ihc best 
of the fallen mortal heroes. 

L© (Cl 

Intermediate Tmrcr. ‘The Troroker” 

■ 1 Mischief, strife 

Al CR VVAl Any non I awful 

Red anti black bools 

Pandemon turn / Pa ndesmos/W En t er's H a 11: Ysga rd/ 
Ysgard/Asgard 

Loki serves many purposes within the pantheon. First off, 
he's the blood brother of Odin, a status he gained by proving 
instrument a] in holding the Aesir together in the early days 
of the gods. It's a fact he likes to bring up whenever he's 
pushed ihe Aesir to their limits - see, Loki's a god of trouble, 
Lind he'll spout enough half-truth* and lies to make a berk 
barmy with anger. (That + s why he keeps a realm on Fande¬ 
mo nium, a place to wait out the pantheon's fury when he 
goes u step too far.) He’s a seducer of goddesses, too, hut not 
because he enjoys their company - it’s because he’s proud of 
the fact that he can slide between a husband and wife, 

Basically! Loki's a proud and vainglorious god. He's 
convinced that there's nothing another power can do that he 
cannot, and lie does his utmost to prove that he's smarter 
thcLiL the rest of his pantheon, This may well he why he 
turned from a benevolent trickster into the sworn enemy of 
the Aesir. The blood he hates most, however, is lldmdall, 
who alien exposes Loki's plans and catches the troublemaker 
in various schemes. 

Loki usually turns elsewhere for help, lie's made al¬ 
liances with various powers of other pantheons, hut he uses 
them only as leverage and idols, not us deities in their own 
right. And because he's always got to show that he's better 
than the rest, his alliances are usually short-lived. 

Loki'S proxies arc thieves and giants. He has none of Ihe 
traditional Asgarclian hatred for the huge bashers; chant is 
Loki’s even got gianiish blood himself. The proxy he leaves 
in charge of Winter's Hall is Siarkud the Gnawer (Px/cJ cloud 
giuril/HD 1 Ei't-7/CN), a singing cutter who's so concerned 
with the hedonistic pleasures of life that he rarely gives a 


toss about running the realm. In return, Loki makes sure that 
Starkad has no special powers. 

fTlAGNf AND JI10D1 

Lesser Powers, “The Steadfast" 

Strength IMagni), courage and berserk rage (Modi) 

\l CG W-M CG 

Mountain, sword and hammer crossed 
Ysgard/Ysgard/Asgard 

Magui and Modi arc the twin sons of Thor, and they’ve in¬ 
herited I heir father's migbl and bravery. Magni's slrength is 
so great that it's said he's the only basher in existence be¬ 
sides Thor who can lift Mjolnir. Modi's courage is exceeded 
by iiufiL', and be throws himself into challenges with hardly a 
second thought. Obviously, with trails like these, it's small 
wonder that the twins quickly gained their portfolios, 

Mli gut rides the horse Gullfaxi ("'golden mane"], which 
he received as a gift after pulling his trapped father out from 
under a fallen giant. The brothers, travel together regularly, 
and have no hall in Asgard ro call their own, Neither do they 
have proxies; they've got plenty of time and fortitude to deal 
with problems themselves. 



THE N0RNS 

Unknown Status, “Destiny's Daughters" 

\ 1 Fate 

AL: N WAL: Any 

■ M Stull" with three branches 
II ' i : Out lands/the Well of Urd 

The three Moms Urd, Vendandi, and Skuld - watch over one 
□ I' the magical puuls thui nourishes Yggdrjsil, and they read 
the existence of mortals and powers alike in its waters, Urd 
ran read the past, Vendandi the present, and Skuld the future 
uf any being they choose lq concent rate on. Some say the 
Moms actually shape the destinies of all the sentient creatures 
in the mu diverse, hut there's really no way la prove that. 

Their realm is a tiny grove on the Out lands, overgrown 
with thick trees and thorns that blot out light so effectively 
i hai no outside illumination can penetrate: a body needs to 
bring his own. If a basher's persist nil enough, he can make 
his way to the well at the center of ihe grove arid look into it 
to read his future. Those who do usually regret if; mortal* 
aren’t meant lo know their fates. 

The Morns have no proxies. Some folks say the Morns 
ore proxies, I hat lliey serve the cm hod I men 1 of Fate itself. 
Whatever the truth, it's no dark that the three have no ser¬ 
vants of iheir own. 


♦ 147 + 





SI F 

intermediate Power, “Gaidni-Hair" 

11 Excellence, skill 
Al CG V AI Any good 

'■ mi Upraised sward 
M ii i Ysgnrd/Ysgard/Asgard 

Sif. wife of Thor and mother of Uher, is the patron of skill 
ami excellence in all things, ihough she's especially fond of 
warriors and swords tn an ship, 

Mosi who know her claim that she's unfailingly loyal to 
Thor, hut l.oki would have it otherwise. Still,, if Sif has been 
indiscreet, site hides it well, and it's not 
something that's handled about Asgard. 

Besides, she hates the trickster god 
- Loki cut offal! of SiTs golden 
hair one night as she slept, and 
Thor forced him to replace it with actual 
growing gold. 

Sif has developed excellent rela¬ 
tions with Lugb of the Celts 
as both of [Item arc powers 
of excellence, it's only 
natural that ihry should 
come into contact. Their 
friendship hasn't yet grown tiilo rivalry, 
hut chant is it's only a matter of time. 

Both deities are proud of their sphere. 

The goddess lives with Thur in the estate 
ofThrudhcirn, a mountainous area of Asgard known 
for violent storms and landslides. Their hall there is called 
Bilskfmir, and its petitioners seem more prone to mayhem 
than others in the realm. If nothing else, SlPs influence 
means they're certainly mure dangerous (ham most. 

Sifs proxies are her priests, most of whom are female. 
The one who’s currently doing the most honor to her patron 
is Anja Raaven (Pk/ 9 tieding/F 10,1*1 2/CG), a cutter who’s 
not only stunningly beautiful but also deadly quick with the 
sword. Her skill is so great that she can draw her blade, slice 
a hair in half, and sheath the weapon within a single second, 
(In game terms, that means she gets three attacks per round.) 

TH®R 

intermediate Power, "The Thunder God " 

Thunder, weather, sky, crops 
■. I : CG VVAI Any good 

Harr mer 

ii Ysgard/Ysgard/ Asga rd 

Thor is one of the most highly regarded powers of Asgard, 
for while he's not too bright, he's very keen on revenge - 
and very fast with repayment for an insult (or a percrfVetf in¬ 
sult). In some berks that's a fault, but it’s won Thor the ad¬ 
miration of countless mortals. 


Fittingly, hot-headed Thor is the power of iborder and 
lightning, and when storms roll across the prime-male rial 
worlds, his worshipers sigh in relief - it means their god's 
doing his job staying the enemies of Asgard. Farmers vener¬ 
ate Thor, too: as the power of crops, he can ensure a fruitful 
harvest, 'Course, if displeased, he can also wipe our whole 
Helds with floods or harsh rains — and that'd spell disaster 
for I he winter. 

Thor is truly reckless, and he gets drawn into dangerous 
situations easily. Bur he's got three things that help him out 
of most any jam.: his quick-thinking companions, his sheer 
strength of will, and his mighty hammer Mjolnir. one of tile 
most destructive forces in the mull [verse. 

l ie's popular among (he rest of the 
pantheon, too; (lie Norse gods usually 
come to him when there's n problem re¬ 
quiring brute muscle and. bull-headedness. 
Thor is the husband of Sif. the son of Odin 
and Erda [who’s sometimes called Fjorgyn or 
-ford), and the father of Magni and Modi. 
Like the rest of I he Acsir, he's not loo 
keen on Loki, hut they’ve traveled io= 
gel her in i he past and have a tenuous alliance. 
As noted under Bifs entry above, Thor lives 
with his wife in Bilskirnir, an oak- anti iron- 
shod affair that’s home to some of 
the rowdiest warriors in all of As¬ 
gard. They seek to be just like their 
patron, and thus are stormy and 
quick-tempered. It's no won¬ 
der plane walkers and sight¬ 
seers don't visit the place loo often. 
Thor s proxies areThlalfi (Px/cf human/FS/CG) and 
Rtiskva (Px/¥ human/T9/CG), They serve the thunder god 
because their parents injured the two magical goats that pull 
Thor's chariot through the sky — only the gift of the children 
could save the parents from Thor’s wrath. Thiiilfl can run 
faster than any living being, and Koskvu can summon light¬ 
ning to wherever she's standing. 

TYR 

intermediate Power , "The One-Handed" 

1 Courage, law, swordsmanship 
VL: |,G WAI LG 

- i Sword 

Ysgard/Ysgard/Asgard: Mount Celestia/Lunia/ 
the Court 

Tyr is considered to he the most honorable of the Aesir, as 
well as the bravest of the brave. Legend has ii that the Fcnris 
Wolf was prophesied to be otic of the greatest threats the 
Aesir woold face, so the gods cried to trick the beast and bind 
it Willi an unbreakable leash. They bet the wolf tliat it 
couldn't snap the chain, but the creature smelled a trap. Ji 
wouldn't submit lq the leash until one'' of the gods pul his 
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hand in the wolfs mouth as a sign ofgood faith - which Tyr 
did fearlessly. 

'Course, as soon as the wolf realized it’d been peeled, it 
bit off Tyr’s hand. The power could Ve run away, bill Tyr 
consented lu keep his. word and lose Ms hand. He chose 1o 
pay the price for his comrades 1 broker promise. 

See, Tyr hales liars and oath-breakers, and those who 
make a living from deception disgust him. lie's fair and law¬ 
ful in all things, and mortals look to his exam pie when i list i - 
tiding laws for their societies. He guarantees every promise 
he makes, and watches over every battle fought lawfully. 
Chant is Tyr even invented the notion of the [rial by duel- 
He's also known for making sure the Valkyries bring only the 
most deserving mortal warriors to Valhalla. 

Unfortunately, Tyr’s faded from prominence iri the pan¬ 
theon, and he's frantically trying to hang on to life. He's even 
resorted to placing part of his strength in the Tori Han sphere, 
where he has to bow to the overpower Ao. Still, he figures it's 
better than letting his idea is vanish from the cosmos, 

Tyr's proxy is a cut ter by the name of Sigurd (Px/ cf 
human/FT fl/l-Ci)- Thu son of Odin’s proxy Sigmund, Sigurd is 
a indy fearsome fighter. He carries a sword that's rumored it) 
destroy dragons with a mere touch, but that’s just a sEory. 
Truth is, he'd have to much the dragon with the sword sev¬ 
eral times, iiml rather forcefully ar ihai. 

ULlER 

Lesser Poire r t "The Hu liter" 

Hunting, archery, winter 

AL:CN wai cn 

- . 11 ; i: Longbow 

Mi Ysgand/Ysgard/Vanaheim 

Ullcrs one of the Vanir, though some have marked him as 
the son of Thor and Sif. Regardless of the iruLh, he’s a hand* 
some basher who keeps to himself, preferring the company 
of hunters to Lhat of his own pantheon, Fact is. Ire’s good 
friends with the Olympian Artemis, who feels similarly — 
they hum together in silence. Their stalking grounds vary 
between the tree-strewn hillsides of Olympus, where they 
can pursue creatures of legend through the brush, and the 
wintry plains ofYdallr, tiller’s realm in Vanahelm. 

YiUdir’s set back from the sea, and tire land is covered 
with yew trees, from which the petitioner?; hew bows and ar* 
rows. The silence of the wintry waste ls often broken by the 
twang and hiss of arrows in flight. It's said chat iUlcr sends 
his pelitioners on n pm/st to Luviatar’s Owl Hand to earn lire 
right to enchant a bow, 

When he's not hunting with Artemis. Uller likes little 
more than racing through ihe snow on snowshnes or skis. Eti 
Ydaltr, his companion is, more often than not, the gianless 
Skadi (Px/S frost giant/HD 16/N], whose love of 
the huilt and the winter rivals his own. 

Other powers simply bore Uller, and he 
has no known proxies. 


THE VALKYRIES 

Denupoti'ers, "Choosers of ihe Slain" 

Fallen heroes 

u CN tv L Any 

Woman in homed helm 
Ysganl/Ysgard/Asgard 

The Valkyries aren't exactly powers. They’re more like prox¬ 
ies for the entire Norse pantheon, maidens who fetch Ihe 
spirits of the brave to Valhalla on the hacks of winged 
hursts. They lei plenty of berks fall in in Hcl's domain upon 
death, choosing only the most valiant from the field of battle 
to serve in the Acsir’s force of eirhcriar. 

There are twenty-seven Valkyries, and while they're not 
identical, they do look somewhat alike; females with hel¬ 
mets, chain mail, braided blond hair, and swans’ plumage, 
They’re led by Rcginleif (Px/ ? valkyiie/Fao/Fated/CN), a 
cutler whose word is absolute law among her pack. 

The Valkyries are seen only by bashers about to die, bui 
when they arrive on the Prime they give nil a glow that some 
say is the aurora borealis, 'C nurse, their do lies make iheni 
somewhat unapproachable. They Jove the smell oi blood, and 
always have an ear peeled for [lie next battle. Fact Is, they 
can hear major clashes that take place on any prime-mate rial 
world where the Acsir Itave influence. 

VIDAR 

Lesser Power, "The Silent One" 

' Strength, silence 
AL CCt WAI ■ CCi 

v ii,"i iron shoe 

Ysgard/Ysgard/Asgard 

Vidar’s notable mainly in that he's one of Ihe few Norse 
powers destined to survive Ragnarok, ’Course, some folks'rl 
say he’s best known fur Ms unusual {hut potem] weapon: bis 
mighty iron shoe, it sounds barmy, but it's true. Ary being, 
no matier how forceful or godlike, is al Vidar's mercy when 
pinned under his shoe, completely helpless until Vidar 
chooses to free him. 

Good thing, then, that Vidar uses his incredible strength 
to smite evil. But he doesn't revel in the companionship □ f 
combat as much as some of the other Norse gods do. lie stays 
in his hail, Vidi, and keeps to himself as much as possible. 
Vidar speaks only when necessary, and even then uses as lew 
words as he can. He doesn’t ride on many crusades, but he 
fights for the Acsir when asked. Generally, the rest of the 
pantheon allows Vidar his freedom, which gives him time in 
pursue his favorite hobby - giant slaying. 





Th* iilCLuSIVC 



In the mysterious East, in the stea my jungles and the open plains, the forgotten temples crum¬ 
ble under the weight of vines and lurking creatures, and civilization nourishes it:i the crowded 
cities. Here is the Orient, the land of ancient secrets. Three pantheons hold sway - the Chinese, 
Indian, and Japanese - and they've managed To work their way to a powerful spot in the mul- 
liverse, with worshipers spread across hundreds of crystal spheres. 

Lately, though, the powers keep themselves 
shrouded from mortal eyes, withdrawing more and 
more with every passing eon, Tltelr ways have be¬ 
come subtle and unknown even to their faithful 
and they've begun to retreat 1'ruin the minds of 
other deities as we!I. Why? Nobody really knows, hut 
bloods put forth a few different reasons. 

First and most important: The powers choose 
tn isolate themselves from the newer pant lieu its, 
See. with the thunderous arrival of the 
gnrls of eras* western 


cultures, the re- 
lined deities 
of the Chinese, 
Indian, and 
Japanese pan¬ 
theons wanted to put 
some distance between 

themselves and the upstarts. They pulled away From planar politics, as did their wor¬ 
shipers, and the powers now watch over isolationist cultures on the Prime. That alone is 
enough to color their thinking, 

Second, it's possible that the powers didn’t so much withdraw as move on. Perhaps they 
discovered a new plateau of might, a level above that exercised by the gods so predominant on 
the planes these days, If that's true, then ihe Chinese, Indian, and Japanese powers'll apparently 
be ready to nuke the jump to a realm beyond tliat understood by mortals. 

See two thwgs and look fora third. Well, n Final theory about these powers is that they're 
simply conceited bloods whu'vc pulled away to regroup, find strength In unity, and prepare 
themselves for a strong comeback. That explanation's as likely as any other; the pantheons 
have kept so much ahoui themselves so dark that it's difficult to tell where the IruLh ends and 
the lies begin, And Thai's probably just Ihe way they like it. 

'Course, all this speculation ignores one fact: The powers ain't gone yet They still exist in 
the cosmos, and a devout plane walker can reach thrir realms as easily as he can any atber. For 
some reason, though, these gods like to cloud the minds of other mortals, to keep their realms 
pristine and clear of the taint of other cultures. That’s not to say they don't need an infusion of 
new ideas every so often, but the truth Is they'd rather leak their ideas into the surrounding cul¬ 
tures than allow such a leak Into their own. 

Still, the Chinese, Indian, and Japanese pantheons each have a few members who com¬ 
mune with other powers, and the more open high-ups must bring back different ideas now and 
then. Who knows? Perhaps the isolationists'll come back someday, or maybe 
theyll gradually integrate themselves into the structure of the multivcrse. In 
m AY Y 0 I. I | I V F any case, the powers described in this chapter are the ones who keep 

l buna selves active in the affairs of the planes. The others 
have withdrawn to contemplate (heir eventual fate - or 
plot their triumphant return. 

Here’s one llnal poirii ll body should notice: This chap¬ 
ter discusses three pantheons lhai have pulled into their 
shells. Does that imply some special connection to the Rule of Threes? Ho ihe powers have se¬ 
cret knowledge of the planes, some information that's carried by the confluence of the trio? No 
one knows the dark of it, but when the truth is made light, it's bound to he interesting. 
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♦ THE CHINESE P©WERS ♦ 

On hundreds of prime-male rial worlds, emperors establish 
rigid dynasties, claiming to have received their rulership by a 
mandate from the Celestial Emperor - a clear sign of divine 
fevor. Their duties are to act as mediators between the powers 
and mortal sods not fori u in ate enough to have marc direct ac 
cess to the tfods, Emperors must also keep unruly spirits ui die 
Iund in line, and when natural disasters befall their worlds, it 
means the people have displeased the powers in some way. 

Fact ip, the mortal blaod.s do indeed receive a mandate 
from the Celestial 
Bureaucracy, Em or¬ 
ganization of pow¬ 
ers whn work for 
Shatig-Ei, the Ce¬ 
lestial Emperor. 

Each of the deities 
performs certain 
assigned tasks. 

They ah report ro 
their superiors, 
who report to their 
superiors, and so 
on Up a chain of 
command that 
stops with Shang- 
ti, who receives the 
veneration of mor¬ 
tals and immortals 
alike. The Emperor 
then returns the favor, using his gathered strength to nourish 
his servants. If a berk fails in his (asks, he can be replaced. 
Thus, all involved have a vested interest in ranking sure their 
jobs are done well. 

Described below are live important powers of the Celes¬ 
tial Bureaucracy, high-ups who slay active in planar affairs. 
(For a more thorough listing of the deities of the Chinese 
pantheon, refer to the chan above and to Appendix L| The 
live gotk gain strength from their worshipers only so long as 
Shang-ti deems that rliey're successful in their duties. See, 
the Celestial Bureaucracy hits fi place for everything; both 
good Einrij evil are necessary, and though certain powers may 
dislike each ulher, they how to the will of the Emperor, 

SHANG-+1 

Greater Pon er, "The Celestial Emperor'' 

V ii. Creati on, social order 

11 : EG WAL: Any lawful 

v ■ in . 1 ; Jade dragon 

n Mechanus/the Jade Palace 

h . I ii The entire Celestial Bureaucracy 

ShEing-ii (full name: Yu-Huang-Shang-ti] is the highest 
high-up in the pantheon. He controls the mandate of the 


heavens, watches over the prime-material worlds where Ins 
panlhcon has influence, determines promotions and demo¬ 
tions of ihe Chinese powers, and guides ihc Celestial Bureau¬ 
cracy on its path through history. It's an awful lot of respon¬ 
sibility. hut Shang-ti is more than up in the iask. He never 
becomes angry or utters a harsh word unless extremely pro¬ 
voked, but his punish me ms for failure are legendary. Powers 
have actually lost their immortality ansi been sentenced to 
the Afterworld for correction, 

Shang-ti looks down on the ‘"barbarous* powers of the 
planes, and won't deal with any of them - not even the lend¬ 
ers of other pan¬ 
theons - except Idr 
Primus, the patron 
of the modrons. 
Primus is the only 
outsider, it seems, 
who's lawful and 
orderly enough 10 
rumble m the work¬ 
ings of the Celestial 
Bureaucracy, 

Small wonder, 
then, that Shang-li 
makes his home, the 
Jade Palace, on 
Media nus. But it 
Sits on a gear far 
from Kegulus (the 
home of Primus| so 
that minor modrons 
can't interfere with the pristine state of the realm. The streets 
arc lined with carefully ordered parks, libraries of lost 
knowledge, and other architectural wonders, each leading 
toward the Emperor’s palace - the center of the entire Bu¬ 
reaucracy. Once there, it seems a body has to 1111 out a form 
for everything- 

KUAN- + I 

Intermediate Pouter , "The Arbiter" 

\\<< Diplomacy, protection, fortune-idling 

ALNG VVAl: Any good 

- • Slack-winged chariui 

Hi-Vi i Elysium/Amoria/Valorhome 

u • fh Han Chung-ti (Px/d human/Pl2,F8/LG) 

Though he’s often called the god of war, Kuan-ti is more 
truly a power for peace. His real love is for diplomacy, for the 
carefully worded deals that bring the greatest happiness to 
each side of a disagreement. It’s only when two factions 
can't reach a compromise (a sad day, in his eyes] that he be¬ 
comes a war god - and even then, he judges which side is 
more worthy to win. 

Chant is Kimn-ri's set his sights on resolving the Blood 
War, 1 hat he's working to make the haareru and tanar'ri 


flic Chiiteiie PowerfS 


Chth-Nh 
ihungKuH 
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Weaving, love 
1 1 ulii. testing 
Hn|i|hncvs. joy 
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Difilomaey, prelection, lonunc tdh 
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Thmuh‘1, vengeance 
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Bureaucracy,.Just rewards 
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long tih' 

I itie very 
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cease Iht-ir fighting ji ncJ come to a mutually profitable 
agreement - and f naturally, he's trying to keep lhe fiends 
from sacking the Upper Planes once it's done. If he could 
manage rhis, his fame would spread Car arid wide; it might 
even win him a promotion, 

Kuan-ti’s realm on Elysium is called Valorhnnie, A 
serene air pervades the tree-lined streets, the pattern of 
which is laid uui in a cunning mosaic in the center of the 
realm, Any disagreements here must be talked out; it's phys¬ 
ical Jy impossible for a body to draw a weapon or strike out 
in anger here, 

LEI KU NG 

fntcrmetHate Poiinr, "Duke of Thunder"' 

■ Thunder, vengeance 
AI LE VVAI Any 

ti Hammer and chisel 

Ac he m 11 /A vai as/ Re sou ndlng Thu nder 
1 ' 1 Spirit-killer (Px/d baalezu |gelugon]/HD 

11/LEI 

Lei Kungs a vicious basher. He’s in charge of thunder during 
Morns, a nr] more importantly, of making sure that berks who 
wrong anu Hut and get away with it don’t get uwEiy with it 
for lung. Whenever he takes care nf all those on his list, Lei 
Kung goes after folks who 1 re simply accused of wrongdoing, 
falsely or not. It's all the same to him, as long eis he gets to 
mete uui punishment. 

The power’s realm is a place of sound and fury centered 
around his dark fortress, the Firecracker Palace, which floats 
on a great storm cloud through Acheron. Many sods go 
there ro escape the wars raging across the iron cubes of the 
plane, but Lei Kung's petitioners are hard, suspicious folk. 
Fhey like nothing better than in spy on others and punish 
them for acts of wrongdoing. Fact ih, the petitioners some¬ 
times leave the realm on missions of vengeance, taught that 
they'll still merge with Lei Kung if they're killed white on 
such a quest, h may or may not be true, hut the petitioners 
certainly believe it. 

SUNG CHIANG 

Intermediate Power, 

“The Thousand-Armed Octopus" 

Thievery 

M NE VVAI.: Any 

Dagger through silver bracelet 
• 1 Gehenna/Khalas/the Teardrop Palace 

A small army of linquas (all Px/0 linqua/HD 

2/ME} 

Sung Chiang is thought to be one of the most dangerous 
powers in the mullivcrsc. Nut so long ago, he was simply a 
scheming mortal, hut he was deified lor revealing corrupt ion 
in his homeland, h’s taken hint only a few millennia ro reach 



the rank of intermediate power* 
and he's stepped on a lot of necks 10 
get where lie is today. 


As the patron of thieves, the many-armed god has made 
u Jiving of stealing things, and one of his favorite acquisi¬ 
tions is space from the realms of other powers. That's right - 
Sung Chiang actually steals small pieces from other gods’ 
realms, liny parts they'd never miss, and converts them into 
space in his majestic Teardrop Palace. 

Any berk who approaches the riant hold palace gets a 
distinctly uncomfortable feeling, because, at the same time, 
he seems to shrink and the huge pagoda seerns U) grow, Pet i¬ 
tion Chi nmsl enter the palace to make their sacrifices, but the 
structure’s only part of the realm. Thu rest of it includes rwn 
smaller shrines to Sung Chiang's proxies, and a busy market¬ 
place where it seems everything In the multi verse is for sale 
(though naturally, all goods've been stolen from their origi 
rial owners]. Massive gates guarded by golems delineate the 
outer 3 i ml is of the realm 

YEN-WANG-YEH 

Intermediate Pourr, "Chief Judge of the Dauf" 

Vut Death 

M LN \\l Any lawful 

Ribbon-wrapped helm 
I! 11 Out lands/the Palace of Judgment 

Pao |PxM human/P 15/Believers of the 

Source/N) 

Yen-Wang-Yeh is ei faithful bureaucrat, and he does his job 
with maximum efficiency - which is probably why he's such 
a humorless blood. Sec, he categorizes the spirits of the 
primes who worship the pantheon, ami then sends them off 
through portals to their just rewards. It’s up to him to make 
sure Fi lawful good spirit goes to Mount Cclestm, while ei berk 
who follows evil ends up on the right Lower Plane. 

Course, whenever Yen-Wang-Yeh travels to Mechanus 
its prcsciir his records to the Celestial Bureaucracy, many 
spirits end up breaking free and roaming about in places 
they shouldn't. The deity’s assistants just arrra'i up to doing 
the job nn their own, ami the sods oiler gel replaced {though 
Pao, who keeps excellent records of each spirit’s assignment, 
serves his muster wdlj. 

The Palace of Judgment is a huge, sprawling affair, 
filled with offices, cubicles, and paperwork. Ogre magi and 
other fell beasts serve as enforcers and examiners of the spir¬ 
its, and no visitor’s allowed to wEilk ei round without an offi¬ 
cial guide (or guard). The realm is stultifyingly boring, 
though, and it gets so hud that the petitioners occasionally 
make ei break tor it. 
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♦ THC INDIAN P©W£R.$ ♦ 

As Ihc powers of one of I hr most enduring cultures ever to 
exist across any prime-material worlds, [lie gods of (he In¬ 
dian pantheon (more commonly called rhe Vedic pantheon) 
are quite far along the paih uI strength and advancement, 
fheir thoughts are a mystery even 1o powers gibed with em¬ 
pathy and knowledge 
Truth is, die Vedic 
gods have taken so 
many spheres into 
their tangled yet 
lawful web that 
even the Frater¬ 
nity of Order's 
bean-counters 
have all hul given 
up on trying to 
understand them. 

Bui here’s (he 
most curious facet 
of the pantheon 
(ai least to those 
who study such 
things!: dehind 
the multiplicity 
of powers lies ri 
force that en¬ 
compasses all 
that is, the 
dreamer of the 
pantheon from 
whom Li I i dreams 
spring - Brahman, in 

pursuit of knowledge of t his spirit, the Vedic faithful turn 
their quests inward. and try to find Ihc rlnrk of themselves 
and their place in the mullivcrsc. it’s no mistake that the 
highest heroes of rhe land are meditative and contcm[dative, 
ruth it than bashers who take action without thought. 

Sages believe it's Brahman - the embodiment of every¬ 
thing - that makes sure the pantheon's gods share their 
power. Thus, if one deity loses a petitioner to another 
through the cycle of reincarnation, it's no teat loss. This 
sharing baffles the other powers of rhe planes; they can't un¬ 
derstand how any pantheon would sacrifice itself for a 
greater power (or whatever Brahman truly is], 


The Vedic Powers 
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kebUonshlps, iravelm 

K,.ni 
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in let mediate 
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inh'f mediate 

Life, light 

Siva 

Greater 

first ruction 
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Moon, plants, prophecy 
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lnii mediate 

Morning, evening 

Ivashin 

i teuitpuwer 

Invcniton, creation 

Ushus 

In tern a ■(Hale 

1 lyjit, dawn, locks Wakefulness 

Viiruna 

Imormcdiiiie 

Co-tinW order 

Vayu 

1 rssn 

Wind. Jili 1 , destrtEeiioii 

Vishnu 

Greater 

Mercy, light 

Ynirin 

Inteiwrfiale 

Judgnsem of the dead 



Brihaspali's I lie power of wisdom and worldly learning in 
the Vedic pantheon, [lie one who constantly exhorts the 
other powers to their divine duties, Ai the same time, he's 
also the blood who reminds mortals that the gods require 
belief in order to survive, that the faithful must keep their 
pantheon alive, By urging the people iu concentrate eml the 
rituals of wnrship+ Rrihaspati not only plays an Important 

part in keeping the 
^ ^ ^ jV/> Vedic gods 

strong, but also 
helps mortals 
ascend to a 
higher con¬ 
sciousness. 

Has realm, 
Nectar of Life, 
is a place of 
learning and 
study, a quiet, 
contemplative 
laud of moun¬ 
tains, valleys, 
and orchards, 
it’s said that 
Bri ha spall's 
servants have 
written down 
all the knowl¬ 
edge his fol¬ 
lowers have 
accumulated, 
and keep it in a 
great library shel¬ 
tered in the mountains. 
’Course, the information's not free; a body car expect to pay 
up to 100 gold pieces a day for informed lectures on what¬ 
ever subject he seeks. 

INDRA 

Intermediate Power , “The Firs/ Rider " 
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Weather, battle 
Ai CE WAL 

While elephant 
LimliofSwarga 
I ■ None 


CE 


BRIH ASPA4-I 

Intermediate Power, “Teacher of the Gods ” 

’■i • Wisdom, worship 
AL: LQ WAL.: [.G 

S-, much Quilt and scroll 

H • I k: Mount Cclestia/Lunia/Nectar of Life 
• I' 1 it Chandra Mahal man (Px/9 hu in an/Pal 34/LG] 


AGNI 

Intermediate Power* “FUmu's Son" 

w : hire, messages 

\I CG WAl CG 

' ■ oil' i Flames 

Komi i i Limbo/3warga 

• ivn lb None 
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VA YU 

I . t'v ser fYj u r r, " /-Y rA? A' Brea th" 

1 Wind. life, destruction 
\l CN WAL; CN 

Sapling bending In the with! 

H Umbo/Swarga 

I ■ i‘! None 

Etidra, Agni, and Vayu aren't the only chaotic powers of the 
Vcdic pantheon, hut they're known as the Three Gods of 
Chaos nonetheless, That’s because they’re deities of elemen¬ 
tal strength and unpredictable tempera men l, and because 
they’ve chosen to make iheir shared home in the swirls of 
Limbo. Interestingly, their alignments span the spectrum of 
chaos (good, neutral, and evil} - obviously, these powers're 
quite familiar ivhh the Rule of Threes. 

The trio rules over a loose, paltcrnless realm called 
Swjj rga, a place that’s little more than random storms, raging 
flames, and how ling winds. IT anything springs up dial looks 
like Lt might be permanent, chances are it r s been built only sn 
it cart be destroyed. The githzerai anarchs and other shapers 
of Limbo stay away from Swarga; trying to impose mortal 
will in the realm invites the wrath of the destructive gods 
themselves. 

The palaces of the three powers are about as permanent 
as anything gets in SwEtrgEi, even ihough they, too, flow and 
shift from time to time, lndra's case is a huge marble blob 
covered with carvings of the god, and the surrounding land 
is blanketed by constant rain. Nearby mars ibe eternal lire of 
Agni’s east|r, a rampant flame that consumes everything it 
touches. Cham LS only cutters specifically blessed by Agni 
can enter the place and emerge unharmed; even other pow¬ 
ers avoid the area. Finally, there’s the doud palace of Vayu t 
where winds can be as gentle els a feather or as buffeting as 
a gale. A body who wants to travel in Vayu's home must 
gain the help of the a suras servants the power's accumulated 
over the years. 

KALI 

Intermediate Bowen "The Black Moil ter” 

1 Fife, death 

\\ CE WAL: CE 

ih• i Skull 

Abyss/643/the Caverns of the Skull 
■ m •, Varies rapidly 


hushand and then destroys him. She's el loving and hating 
mother, a brutal and gentle power who reveals the beauty of 
life arid death even as she takes Them apart - literally. 

See, in her realm, the Caverns of the Skull, there r.s no 
death. Any petitioner who meets his end is reborn soon after, 
so that he mtiy live to kill again (that’s what they do best). 
The realm itself is a tangle of tunnels that open and close at 
Kali’s whim, a place of black rock and gloomy caves Lit by 
flickering lurches Hint glow ruddily hi the dank air, Chan is 
go on day and night, praising Kali eis the highest possible 
lorn i of divinity, and the murmurs resound eerily throughout 
the tunnels. 

It's said that any berk who dares to enter ihe Caverns of 
the Skull’d best watch It is back. The petitioners kill any crea¬ 
tures they see, offering them to Kali on blood-soaked el liars. 
The proxies are the worst of the lot; they guard the portals 
out, fmd tin one can leave without first slaying a guardian. 
Dark whispers say that particularly brutal murders draw the 
attention of Kali herself, and that, if impressed, she makes 
the killer into a proxy, 

ID l+FLA 

Intermediate Bourn 'l.hjht of Blessings" 

■ Friendship, contracts, warmth, light, growth 
AI . E.G WAL: LG 

Plant inside sun 

1 1 Mount C el es t ia/Mc ecu ri h IQ old ft re 

I '■ ii Penemue [PxfS throne urchon/HD 3 2 /LG) 

If Rrihaspaii pushes all bashers to strive for the mutual good. 
Mlira's the one who gives them the motivation to do it. He's 
the twin of Vuruna (the deity of the cosmic order), and he 
uses Vanma's purity lo cut to the heart of matters and create 
unde rsi and mg, II's no wonder, rheit, that he's become an¬ 
other of the pantheon's powers of the sun - specifically, a 
lie!pfill god who shines his 
warm, nourishing 
light on friendship 
and cgm- 
trFteis. 





The goddess Kali is quite a contradiction. She’s 
a creator and a destroyer, a builder and a ttcniol- 
isher. She gives birth to children tinri then eats them, takes a 


Mi ini's realm is called Gold fire, and it's lo¬ 
cated prominently in ihe second layer of Mount Celestia. 
The realm, which he shares with his compatriot Suiya. is de¬ 
voted entirely to ihe sun, Mitra rules from a city called 
Pashriia, ei place of learning and higher education. The 
burg's full of astrologers and wise men, eiIJ of whom spend 
endless hours debating the meaning of astrological phenom¬ 
ena and how it all Lies Into the grand mayu; ihe dream of i be 
cosmos, 
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RA + RI 

Lesser Power, “Queen of the Night" 

\ 'i Night, darkness 

M CN WAI Any 

S'. • i Woman’s silhouette 

li ii Gray Wasu’/Niflheim/Dark of Night 

h None (they keep themselves shrouded) 

Ratri isn't a typical power of the night - she’s Fickle Eind 
chaotic iso what her realm's doing on the Gray Waste is a 
matter of debate). Just because she believes ill darkness 
doesn't mean that she can'I appreciate the light, and just Ik 1 - 
cause some thieves worship her doesn't naeEtn that they all 
do. Ratri cares nothing for a body's profession, really - it’s 
what he does in the darkness ITielI concerns her, If a 3>crk of¬ 
fends tier, she often spuilighrs him with bright illumination 
until he’s scragged (or until he makes amends to Iter), 

Rain is good friends with Ushas (the power of the dawn) 
and Savitri (the power of the day); it's said that the three 
make up the hours of life, Ratri also maintains cordial rela¬ 
tions with SJiar and Mask, two Faerunnin deities that dwell 
on the Gray Waste, but she's by no means allied with them. 
Chant is Mask wants to learn more of her power, so she keeps 
hint at arm's length. 

Unfortunately, Ratri doesn't get along so well with 
Sniya - he’s the god of light, she the power of night. Never 
ihe twain, shall meet, as ibe poet said, and nobody really 
knows if that’s Lhe way they wanl it. Since iheir portfolios 
are at opposite ends of the spectrum, a body can only deduce 
(hat they have some sort of rivalry, 

Karri's realm is said to be safe from the draining influ¬ 
ence of the Waste, hut it’s nearly impossible for most bashers 
to tind. 5he moves the land around, keeping it hidden Trom 
evil powers who’d like to use it for their own nefarious pur¬ 
poses. Even the petitioners have a hard time finding the 
realm. Good thing for them it acts like a magnet for their 
spirits, pulling them right to the goddess [unless, of course, 
they're waylaid first by a fiend on its way to the Blood War), 

RUDRA 

Intermediate Power, "lord of Animals'* 

v Storms, disease 

\[ NE WAL NF. 

S \ih Black bow 

Ho n i - k: Mechamis/the Focus of Energy 
k f ii The maruts (all Px/0 marut/HD 15/LN) 

Scholars say there used to be many Ritdms - forces designed 
for particular applications - that emanated from the power 
of the same name, Eind that they dispatched themselves from 
Meehan us, from the gleaming tower Ihey called the Focus. 
However, one of these Rudras - the energy of storms and 
disease - slowly drove the others From lheir ancestral home 
(or absorbed their energies into itself). 


Eventually, fhal Rudra alone stood triumphant. Et went 
mu to dominate the god himself, becoming the Rudra folks 
know today; a power that tolerates, no imperfection among 
the other gods; the avenger of grievous wrongs; the righter 
of I he balance; and the one who masters the animal instinct 
and grants the strength to change. 

The Focus of Energy is a crystal spire that rises from the 
head of one of the smEiJlcr gears of Mcchaiuis, [Hie disk it¬ 
self is split by a chasm filled with maruts, Rudra 1 s onyx 
proxies.) The spire is slowly darkening over the ages as it's 
poisoned by the disease of Rudra, Chant is the interior of the 
tower used io be a place of sparkling, healing light, fail is 
now gripped by decay and horrid illumination, The Focus 
doesn't seem long for Mcehnmis. 


SIVA 

Greater Power. "The Redeemer" 

i Destruction 

Af NE WAI. NE 

Su.i <■ Cobra head 
I Im Negative Energy/the Vortex 
k\n\ ", I' iixII None 


Siva, the Vedic power of ultimate destruction, is actually 
rather liked by i he rest of the pan thenm See, his duty is to 
tear down Ibe mulliversc it] order to bring it in line wilh the 
Vedic unifying spirit, to make everything whole again by 
eradicating the multiplicity that's arisen. Siva doesn't con¬ 
sider himself evil — he’s merely destruction incarnate. 

To reach his goal, he’s taken to meditating for years at a 
Lime an his realm, the Vortex, on the methods by which min 
can best be accomplished. Un occasion, he ads to preserve 
his own vision of annihilation, and actually protects the 
multi verse he's pledged to destroy. See, when ll powerful 
force threatens to change the course of destiny, Siva trust 
prevent it from taking place, or else his millennia of medita¬ 
tion would be in vain. 



Naturally, Siva’s a big favorite among the Dcmmguanf 
They flock to his view that ultimate destruction paves the 
way For true change, and many factioneers are currently 
pushing Faetol Fenlar lu make Sivti the group's officially 
sanctioned power. Other gods merely promote decay; Siva 
promises to lirmg Ihe cosmos to a glorious end. 

Siva doesn’t have a realm, as such - at least not one that 
mortals can visit, Any berk that journeys to the Negative En 
ergy Plane Enid enters the Vortex is instantly destroyed (even 
if protected by another power). Only Slvei determines when 
he'll emerge from the Vortex to receive 
guests. He won't iei Iris divine medita¬ 
tions be Interrupted by leal herh ends 
who think themselves worthy of an 
audience - and that includes 
proxies (thus, he keeps none). Still, 

Siva’s priests spread the word of 
uniun through destruction. 
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SURYA 

Intermediate Power, "The Sun " 

Morning; evening 
\[ LG VVAL: LG 

" in Hulf sun 

Mount Celestla/Mcrturia/Goldfire 

Penemue (Fx/<J throne archnn/HD ] 2/l.C?} 

As the complete embodiment of the sun, Suiyn's said to hold 
all the other solar gods within his being. IPs not known if 
that means he literally contains (hose powers, if each god is 
another manifestation of Surya, or if the sun Is made of sev¬ 
eral different deities. Whatever the truth, Surya oversees the 
rising Eind selling sun, making sure the day begins and ends 
correctly, if he's lax in his duly, the prime-material worlds 
suffer. 

Surya heals diseases, brings luck to his faithful, and is 
veiy much the power of the sun's light and heat, as well. The 
rich, fertile realm he shares with Mitra reflects this; it’s con¬ 
stantly warm, even hoi, and Einy berks who try to hide under 
cover of darkness simply cease to exist until they're hit by 
light again. The disappearance is called an eclipse, and it ean 
be made as permanent as Surya likes. Cross-traders who 
hope to commit foul deeds in the dEirk might vanish for 
good* 

Surya, like Mitra, values learning highly. However, the 
kind he espouses is found mostly in the spirit, where a body 
can truly grow. His is tile glow of enlightenment, ibal which 
brings a body closer to union with Brahman, the unifying 
force of the multiverse. 

VISHNU 

Greater Power, "The Preserver" 


Mercy, light 

LG '■ M Any good 

S ' Sun, shell, lotus, mace 
i mi Mount Celestia/Mercuria/ 
the Hivitie Lotus 

h ■ I"" Anaghat Singh (Fx/2 humun/Pa] 16/LG); 
Kristian (Px/J human/Pl9/LG| 

The most widely worshiped power In the pantheon, Vishnu is 
thought to be the one who prevents evil from triumphing 
over good. Odd thing is, Vishnu feels no particular enmity 
tuwEird those of his pantheon who embrace evil, reserving 
his fury for humans and fiends who cross the planes and 
leave destruction in their wake. Stranger still, although he's 
called the Preserver, Vishnu is good friends with Siva - some 
even say chai they're different aspects of the same greater 
power. 



It’s said thai Vishnu sends an uvalar to (lie Prime when¬ 
ever morals, order, or justice is in danger. THei t may have 
keen true in his younger days, but now the power allows 
mortals a little more latitude in solving their own problems, 
He still exercises his ability to render any creature incapable 
o f com mini ng v in] ertce. 

His realm in Mount CeleStia is the Divine Lotus, a place 
where nothing crumbles before its time. The petitioners are 
all young and strong, (heir bra in-boxes keen with spiritual 
and mental enlightenment. Those who don't have sharp 
minds don't make it into the realm as humans; they become 
a ni mills Eind are reborn into the karmic wheel. 

Some worshipers call Vishnu the head of the Vedic pan¬ 
theon; others gjv’e that honor lo Indra. In nny ease, it’s no 
dark that Vishnu's begin] to establish relations with the other 
powers of (he mulls verse. Perhaps he's simply preparing 
them for the destruction of all that is as .Siva nears the end of 
his meditation, 

YAIHA 

In term cd ia tc t J o;t r r, "f i i st of the Den d" 

'••d Judgment of the dead 
\J . LM VVAL: LN 

Vi ’.Hi i: Red mace 
f i‘.'i Medlanus/Yamasadena 

l'i ii Talandra the Bright (Px/S humanfFIO/LNJ 

Said To he the first mortal who ever died, Yama's chRrged 
with judging the spirits of the dead as they prepare lo move 
to the next life In I heir cycle of existence, Yama can view 

each sod's entire life spun in ei single 
glance, and he assigns the dea ti¬ 
ers to (heir next incarnations 
accordingly, Most're sent lor a 
short stint in a power’s realm, 
and then reincarnated back on the 
Prime. Only cullers who’ve shrugged off 
the burden of the karmic wheel are exempt 
from Yama's judgments. 

A highly Intelligent blood, Yama has in¬ 
vented weapons for all the Vedic powers, objects 
particular to Iheir spheres, He doesn't deal with deities out¬ 
side she pantheon, though Yen-Wang-Yuh of the Celestial 
Bureaucracy slops by Yamasadena on occasion to discuss 
matters of mutual interest, As one of the Adilyas |ihe chil¬ 
dren of the now-vanished Aditi), Yama deals mostly wfth his 
brothers and sisters: Surya, Savitri, Fuchan, Kitdra, Tvashtrl, 
Vishnu, Mi Era, and Varuna. 

His realm, not far from the gear that holds Rudra's 
Focus, is surrounded by a river of blood called Vaitaranl. A 
petitioner looking to reach Yama's palace must wade 
through the river; during the crossing, he becomes spattered 
with an amount of blood equal to the karmic debt he accrued 
in his mortal life. The markings help Yama determine where 
the deader should go next. 
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♦ THE | A PA N E 5 E P©WER.S ♦ 

The worshipers of this pantheon are said to foe islanders, civ¬ 
ilized folks who nonetheless occasionally indulge in bar¬ 
barism. They’ve established dynasties and t rad It ions that pul 
most cultures in shame, and expect other mortals to recog¬ 
nize this. Still, they know how to adapt, and that's precisely 
why their powers are si ill on the planes - at least, that’s the 
chant. It could be ihat even as they mold themselves to the 
common thought, they're also molding the common though! 
m their own dream. It's the Unity of Kings - something this 
[umiheon scents to understand well. 

The polities and subtleties nflhe Japanese faithful are 
incredible. The degree of incline us a body bows bis head id 
another can speak volumes of his true thought, and the 
range of motion of a gesture can delineate even more. This as 
a people accustomed to economy. When dealing will] out¬ 
siders, they've had to learn to be more barbaric, and it sick¬ 
ens lhern even us i! fascinates lhem. 

According to myth, the world was once a viscous mass, 
a great oily sea rich with potential. A reed emerged anti 
brought forth two powers, one male and one female. The two 
produced children, who in turn produced more, until the sev¬ 
enth generation saw the birth of Izanagi and lzanami - the 
founders of the Japanese pantheon, 

f IA N A G l AND IZANAIfll 

Greater Powers, 

Hr Who Invites, She Who Invites" 

\dC Creation 

AL: LN WAL: Any 

I Rainbow 

AreadiafAbellio/Cherry Blossom 
■ ■ • b M Yamamoto Date fPxM human/Pal 15/LG] 

The creators of the world, Izanagi and lzanami weren't the 
first of the gods to be born, nor were they the lust. However, 
legend says they were the first to make land appear from the 
oily sea, and Lite first to shape mortal life. See. when lzanami 
died giving birth to the god of lire, Izanagi pursued her to 
the land of the dead. Rut she no longer looked like she had, 
acid she grew furious with Iter husband For gazing upon her 
new, sickly form, In anger, she promised to destroy the hu¬ 
mans they'd created; Izanagi, in I uni,, promised to create 
more than she could destroy. Thus it was that they invented 
life and death. 

They eventually reconciled, and they now live together 
in Cherry Blossom, an Arcadian realm of constant spring¬ 
time. Their children occasionally stop by to pay their re¬ 
spects, but for the mosl part the two powers are left to their 
own devices. It's said that, working together, the pair can 
create anything in the mulitversv. On those rare occasions 
when they lake el hand in mortEil itlTairs, they sent! their only 
proxy, Yamamoto Date, a skilled and loyal warrior who’s 
uis(] a master of disguise. 


AmA+€RASU 

Intermediate Power "Light of Heaven 

Aul Light, sun 

AI LG WAL Any good 

Vi ii IsUll 

If Mount Celestia/MercurWRadiant Light 

l ii s None 

One of the children of izanami and izanagi, Amaterasu is the 
twin sister to (he mouri god Tsuki-YomL The two sit with 
their backs to each other, delineating the difference between 
night and day, Chant is ati the mortal emperors on the Prime 
Material Plane are somehow descended from her blood, and 
all of them thus claim the title “Son of Light.” 

Amaterasu is a fragile goddess, constantly curious, and 
genuinely concerned about the stale of the Prime. Still, hav¬ 
ing experienced the Outer Planes, she's completely fasci¬ 
nated by them as well. She’s opened relations with Apollo 
and Ra, trying lo understand them in the context of her own 
limited upbringing. Also, (he nearby Vedic powers have 
begun to pay attention to her. 

Her realm or) Mount Ceiestla is known as Radiant Light, 
a soothing {and occasionally soporific! land where every¬ 
thing is suffused with the soft glow of the sun. Nothing in 
Radiant Light casts a shadow, ami secret dealings always fail 
- cross-traders be warned. 

H A C H I m A N 

Intermediate Power, "The Commander’ 

A. it War 

AE LN WAL Any 

S ' Katana 

H'iui ;• Ysgard/Ysgard/Kenyama 
K uws Ps.ivit YoshMye (PxM human/Rl 3.B5/NG) 

Son of the Empress Jingo, Hachiitinn was born with the 
name Qjm. Legend has it that his mother swallowed a rock to 
delay his birth so that she might continue tti letid n mi 111 ary 
expedition against hated enemies. Hardened by this in the 
womb, Ha chi m a n grew to be able to tolerate any pain, and 
eventually became one of the greatest warriors in the land. 
Before long, he drew the gaze of the powers, who elevated 
birr to the status of god oT war. 

Hachiman's realm is located only a short distance from 
Asgard, at least as far as planar measurements go. He doesn't 
have the right alignment for Ysgard, but his demeanor keeps 
him anchored lo the plane like the Norse pantheon's realm, 
Kenyan)a is a harsh ground of constant struggle and prepa¬ 
ration. If a warrior can't swing a sword, he's not welcome. 
Si ill, Haehinuin cares less for mindless harking and more fur 
the massive sweep of armies, the surgical strikes against a 
foe's weak spots. 

Truth is, the deity can glean the dark of any army’s 
strength, readiness, and location. And word has it that he's 
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studying the Rluod War, keeping careful note of its ebb and 
Bow. Some say he plans to offer his services to the haaiezu; 
oilier gossip says he wants to know both races of fiends so he 
can destroy the eventual winner Through it all. Hachinian 
remains a firm friend of the dwarf power Clanged din Silver- 
heard of Arcadia; the two have studied wars together fur 
centuries. 


©-KUNI-NUSH! 

Intermediate Power, “The Great land Master" 

Medicine, sorcery, land 
VI ■ LG VVAI Any good 

S'. "i (Vfonc 

V sga rdf Y sga rd / K enya ma 
I II Haiku |Ps/if hurmnl/R IRi'NG) 

O-Kuiri-Nushi is one of .Susanoo's children, and he's made a 
name for himself by championing the rights of animals and 
spirits across the land. In gratitude, all natural animals have 
taught O-Ktmi-Nushi their secret language, and they all fol¬ 
low the power's commands. 

All beasts in his realm are protected, too. The proxy 
Haiku keeps them sale from poachers and! monsters. What's 
more, any berk who eats meat In Kenyama vomits ii back up 
within minutes of ingestion, and carries the stench of carrion 
for three days after leaving the realm. 

Like Hachinian, O-Kuni-Nusht’s a hit too lawful to be 
tied down to Ysgard, But he ls the patron of heroes, after till, 
and the wild plane's full of 'em. Some folks also say that he 
stays in Kenyama to keep Hachinian company, and that fticir 
combined might prevents the realm from drifting away. 

(J-Kuni-Nushi is a cunning deity, need lent in most any¬ 
thing he tries, but he prefers 10 best his opponents with intel¬ 
ligence and words, rather than strength and swords, 'Course, 
there’s a certain part of him that relishes the use of the 
katana, and if he has no other choice, he happily draws his 
hlade. 


RAiDEN 

Intermediate Fairer, “Liifittning's A trait'" 

Thunder, Retching 

VI . CE WM Any chaotic 

Black mace with lightning bulls 

Carceri/Othrys/ihe Palace of Thunder 
The tanuki (Px/0 monster/HD S/L’Li) 

fiaiden. power of fletchers and god of thunder, is one of So 
sanoo's constant companions. While the god of storms 
shrieks and destroys, Raider accompanies him on his mighty 
thunder-drums, and sends forth random holts of lightning 
until Susan no has exhausted himself. 

Raiderfs a petty power; if he feels he's not getting tiie 
respect he deserves, he does what he can to impel Susanoo 
into a murderous rage. He encourages strife and war - espe- 
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AiiUsirrusu 

Imei mi dime 

J ighr, -.in 

Artia ITh-Mai' 

luivr rued into 

Smithing, weapons 

Ainatsu Mi Li bo', hi 

Intermediate 

Evil 

1 lachbnan 
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War 

Ho Vhisubl 

lnuTrneifiaie 

Liu 

Imirl 

1 it 1 ell net 1 fare 

Rice 
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i esscr 

1 uck 

Kura fik.um 

in termed! m.i' 

Rain, snow 

Niu No Kami 

1 utei medial l- 

l artlittnEiji.es 

0 kuui- Nujihl 

In termed! ate 

Medicine, soicei’y, laud 

0 Wai a- Vhu Mi 

Cntermediatt' 

Sea creatures, tides 

Kaidcn 

InirrNiediiU. 

Thunder, fieldilng 

Shu hifukujlri 

Ixssti puds 

V. li mu 1 bapphics'ics 

Sljin.r Isu-Hikn 

Ij.i i [iih diiia 

Winds 

.SusaiiiiLi 

lit termed late 

Sturms 

'Isuki Yotii 

! (Vie ruled liHe 

Time, moon 



dally war that slays folks with arrows, fork’s said that every 
time a basher's killed by an arrow, Raiden's larder grows. 

His realm on Career! is a place of exploding light and 
thunder, insulated from the rest of the plane by el thick cov¬ 
ering of dark clouds. Any basher who visits the place should 
also be - wary of Raider's proxy, (he 
tanuki - a fierce and intelli¬ 
gent cross between a canine 
and a raccoon. The innuki’s el 
tough, cruet beast, and it likes 
10 use its shape-changing power to lead sods to 
iheir doom. 


SUSAN©© 

Intermediate Power, “The Impetuous Male" 

V it Sturms 

AI: CM VVAL Any chaotic 

St luji : Lightning bolt 

Hiivii i limbo/ the Globe o f Rag ing C ha os 
K ir .I n None 

One of the first children of Izanami and IzanagJ, itnd the 
brother to Amalcrasu Limi Tsuki-Yoml. Susa non (sometimes 
called Susannwo) is brash and forthright His exploits have 
caused terrible consternation among rhe other deities - they 
find it impossible id understand him. When they expect 
gentle treatment, lie’s a raging wind; when they expect de¬ 
struction, he's a calming breeze, 

lit short, Susanoo is completely unpredictable, and the 
other powers have banished him from the heavens until hi" 
learns his courtly manners. Now be iL-drs In the formless soup 
of Limbo, in el spherical, storm-filled vault that sweeps 
through the plane and wrecks any attempt to establish order 
or soldi ground. 


4 159 4 





- 3 P1 £ i'J 
H+HE^NS 


Thi^ chapter takes a look at pantheons of the AD&l) prime-material game worlds: the Cerilian 
powers of Acbrynis (ihc Birthright* srtring); the powers of Krynn [the Dragomlanll* 1 setting); 

the powers of Derth (the Ghkyhawk® setting); and 
the Faeruirian powers of Tori I (the Forgotten 
Realms* setting), The world of Athas [the Dark 
Sun* selling) has no real powers to speak of and 
no mortal alive seems to know a l hi rig about the 
hark powers that rule the Demiplane of Dread (the 
R.-wTNi.oFf® setting), 

Most of the deities discussed in this ehapterVe 
been aruuEid fur only a short time at lettst, when compared in the gods of the Outer Flares. 
See, they’re single-sphere powers, slowly growing arid expanding front (heir own link- worlds 

on the Prime Material Plane. Few of them care a bit about planar affairs; 

they're too busy consolidating the hold they have on their 
homes, Siill, that doesn’t mean they lack ambition 
chant is every pantheon that’s siUl around started 

out small. A blood's just got 
to work his way up the 
chain. The powers're 
familiar with the concept of 
effort — mflj'iFPJjfjt/? effort — 
and they're ready to roll up their 
sleeves and go to work. 

For the most part, the pantheons irl this chapter aren't presented in Ml. The gods described 
are just some of the better-known deities, the ones who’ve managed to snatch enough power 
and belief that they can afford to Innk beyond (he Prime that spawned them, 
y p ; pig "Co nrse f even the greater gods of the prime-material worlds ain’t much on the 

planes. Sure, they might have the faith of a whole world behind 
them, but the truly great powers of the Outer Planes have multitudes 
of crystal sphere's singing (heir praises. 

The poor prime gods don't always have the final say on their 
own. worlds, either- Some of the toughest bow to a still higher deity, 
an overpower who watches out for the entire crystal sphere. Each 
overpower is concerned with only a single sphere, and has no influ¬ 
ence outside that realm. Chant is they've tied all (heir strength to 
maintaining the one sphere; perhaps they're simply its spirit 
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made real. Whatever, the more powers they have in their do¬ 
main. the more might they have, so the overpowers that want 
to grow are almost always looking to invite new deities under ihejr umbrella. And it ain't so 
had, really. The gods of a world don't have to bend like straw under the laws of their overpower 
- though all sorts of terrible things can happen if they don’t pay attention. 

’Course, not every world has an overpower. Some crystal spheres spawn 'em; others don’t, 
It's one of the mysteries of the Prime. But even in those spheres that don't, a slew of gods usu¬ 
ally springs np anyway, horn from legends and myths, and some of them get to be mightier 
than a berk could ever imagine. It's a sure bet that a lew of the powers In this chapter’ll make 
it big on lhe planes, just as it’s a sure bet (hat even more will fail and tumble into the Astral, 
their rotting carcasses becoming homes for scavengers and githyankl. 

For full rasters of the panthedns described in this chapter (including port To] ins, align me nls, 
and realms), refer to Appendix I, starting on page 172. 


♦ THE CERJUAN POWERS ♦ 

On the world uf Aebrynis (Ihc Birthright campaign setting), there exists a pantheon uf gnds 
that's known power for less than iwo millennia - a mere breath in the history of the multiverse. 
See. about l.bOU years ago, the previous gnds nl‘ the sphere met in battle to combat the grow - 
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AVAN I 

Gnwfi r Power ,, 

“Goddess of the Sun, Lady of Reason” 

\n< Sun, reason, magic 
AL: LN WAt Any 

Si mm Setting sun 

1 Media rius/the Gleaming Spire 

Avani, l tiL 1 lady of logic and clear I hough l f resides in a palace 
of clear crystal flame called she Gleaming Spire, It occupies 

an entire gear on Meehan us, with 
palaces and tunnels decorating 
I he cog on both sides. As belits 
a realm of the clockwork plane, 
the light of the Gleaming Spire 
cycles on a precise schedule, 
bringing darkness and day¬ 
light in a completely pre¬ 
dictable pattern. 

3n all, Avnni s realm is 
one of quiet study and con- 
Icmplalion, though heated ar¬ 
guments can erupt. Still, it's a 
place where logic rules, and (hat's 
the highest virtue to which a petitioner can strive. 

No action taken without thought is successful in the 
realm. Only those who act in the warm light; of logic and 
order can enact their wills in the Gleaming Spire, and any 
berk who thinks himself above such things can’t even enter 
the realm in the first place. 


Orhei* Human Powers of Ccrilia 


( uiri LH on 

Lesser 

1 loch 

lesser 

Krieshu 

J L'SSCl 

l.rICl Mil 

1 essoj 

Run rnil 

Lessci 


Hat lie, storms 
Night, darkness, thieves 
Winter* numsnrs 
Inn 1 , love, .in 
Moon, iiiii;!i l , nlghi 


ing power of their evil brother Azrat. They aLJ sacrificed their 
lives st) chat I heir foe and kinsman woiiid perish with them, 
and thus the world would live, 

But as the gods died, they passed most of their powers 
and portfolios to their most devoted arid mightiest champi¬ 
ons, cutlers whose lives best exemplified the divine ideals. 
These mortals then took the place of the deities. The new 
gods came to the Full realbsaiion of their powers slowly at 
first, but now they have nearly a full command of the abili¬ 
ties they've inherited. And though they were hnrn from mnr 
tal slock, they're now as much a group ol" godly beings as 
any other pantheon in the cosmos. 

What's more, when the 
original powers fell, they also 
in Fused at her mortals pre¬ 
sent at tiie great battic with a 
touch of divine blood - no! 
enough to turn (hem into 
deities, but just enough to 
place ihem above the ordi¬ 
nary sods of Aehiynis. 

These blooded folk became 
the rulers of the land, but 
some of them have since trav¬ 
eled to the planes, where they've 

been objects of curiosity and wonder (before getting put in 
Ihc dead -book). 

The bluud of one of the original powers — the evil god 
Azrai - also runs through the veins of certain residents of 
Aebrynis. Bui instead of giving a berk the strength to rule, 
the blood twists him Into a frightful abomination. These 
monsters Ye called nwttsbcgbUm (' blood of darkness") by the 
elves of' the world, and a reclusive a wits begirt known, as tile 
Blow fish ls thought 10 make its home on Gehenna. 

The strongest powers of the Cerilian pantheon are de¬ 
scribed below. But the humans of the continent also worship 
five lesser gods (see the chart above), who’ll grow in power 
with the flow of time. What’s more, the humans also know of 
the f old Rider, a being who walks the sphere's Shadow 
World - a place plane walkers call a strange confluence of 
the Astral, (Ethereal, and Prime, all mixed in a horrifying 
Tnuck. 

’Course, many of the nun humans of Ccrilta have their 
own powers, Mora din of the dwarves lias made Inroads into 
the sphere, and Karla thuk, the goblin deity, seems remark¬ 
ably similar to Maglublyet. A few Abyssal iords've even 
pushed through the barrier: Yeenoghu, Baphomet, and 
Kostebrehic have all gained worshippers here, Chant is that 
Torazan, (he god of the world's drugs, is also an Abyssal lord 
(though that's not been confirmed). 

The Cerilian pantheon is mainly concerned with jusl 
one placet (he continent of C’crilia on Aebrynis. They don't 
meddle in planar affairs, and they don’t create any proxies to 
carry out their edicts — they're just not involved enough yet. 
No doubt that’ll come in time. 


B£UNIIC 

intermediate Power, 

H Prin re of Terror, Lord of Strife” 

\ot Battle, feuds, fear 

At CE WAI Any nonlawful 

V: • ■ ui Crossed axes 

ii Pandemonium/Cocytus/the Striving 

Bdinik, one of the Cerilian gods of terror, is a blood who be¬ 
lieves ihai only (he strong should rule, that those who cun 
take should take. His realm on the second layer of Pandemo¬ 
nium is a monstrous cavern of squalling winds and blustery 
snow. Wolves roam its wintry hills, and berserkers cut down 
those who stumble through (he drifted paths. The Striving 
ain't safe for anyone, a ml treachery is triore than common 
here - it's practically a byword. 

A greai wooden palisade in (he exact center of the realm 
surrounds lhe hmghall of Belinik. Here, the god and has bo¬ 
yars meet to feast and plan their next waves of terror. Dire 
wolves sleep by The fire, and a huge snow serpent slithers 
about (he yard, devouring those who don't bear the stench of 
the deity. 
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£M K 

Greater Power, “Puttier of the Paresis” 

Forests, hunting, nature 
\l N IV A Any neutral 

s iii' i Uak tree 

Out lands/Nature's Rest 

Mature's Rest is only one of many Juridical groves scattered 
about the Outlands, hut few of them are as filled with the 
everlasting peace of Erik's realm, peace that seems to (low 
from the very rocks at a body’s feet. It's a richly forested 
realm, and animals mam freely. None may lift his hand 
against another in Nature’s Rest, except by the intercession 
of Erik's proxies (or the deity himsell). 

No settlements mar the face of the realm, and no mor¬ 
tal-built structures break the tree line, Erik holds his court in 
the open air, and all arc welcome to attend, regardless of 
alignment. Nature’s Rest is thus an often-sought haven, 
though It's rarely found. 

HACLYN 

Greater Power* ‘The Lawmaker" 

Noble war, leadership 
U LG VVA1 Any 

Sword and sunburst 

Mount Celestia/Mercuria/Honor's Glory 

Honor's Glory is a realm of shining steel and bright ideals, a 
place of strategists and generals and those who see war as 
more than a chance to brutalize one's neighbor. As the power 
of noble war, Haelyn Is revered by Lhuse who light honorably 
for a greater good. Any berks who enter the realm with In¬ 
tentions of treachery and dishonor emit a foul black aura, 
which no amount of masking can hide. These sods get 
brought before the tribunal of Anduine in she gleaming cen¬ 
tral city of Ilnuire, 

Sure, other magnificent burgs dor the rolling green hills 
of Honor's Glory, but of them Ilnuire is the greatest. Farm¬ 
land and beautiful Forests cover the rest of the realm, and the 
favored of Haelyn maintain castles here, as well, Their white 
marble walls are beacons of steadfast strength. 

N § S I M E 

Interm erf ia fe t J o u e r, "i a cly of Mo it n t htg " 

Seas, grief 

W NO WA1 Any 

Wave imd trident 

Elysium/Thalasia/thc Waves nf Grief 

Nesirie's realm seems an endless sea, filled with the salty 
tears of a power whu’s not yet ceased her weeping. That's be- 
cause mnsr of her faithful on Cerliia've died out, leaving 
worship of the goddess mostly in the hands of sailors and 


others who depend on the waters. 

The outer rim of the Waves of Grief is called Denial, anti 
it's a somberly reflective place. Seagulls wheel and spin in 
the overcast air, their plaintive erics somehow echoing deep 
in a body’s spirit, speaking to the bereft part of every soul. 
The crash of lea den waves on the rocky spits of land and the 
spray that seems to hang lor ever in the air invites a visitor £o 
sit a spell and think on all his lost loves and absent friends. 
Denial's not a place a body'd want ro tarry long. 

The realm’s not all gloom and doom, though. On the is¬ 
land called Acceptance, far out in the misty sea, green trees 
grow straight and tall, and though the mist swirls and twists 
about their trunks, I he isle embodies restful contemplation, 
free of the anguished cries of the gulls. Many roads wind 
through these trees, all leading inexorably toward the city of 
Surcease. 

The burg sirs on a blulTthat overlooks the entire realm, 
though it can’t be seen from the surrounding forest until a 
body's nearly on lop nf the plain. Surcease is built entirely of 
gray marble, and all the colors here seem strangely muted 
under the lowering skies. Still, the sad nature nf the realm 
lightens in the city, and the hustle and hustle seems more en¬ 
ergetic. And it all leads to the palace at the very center uf the 
realm: Peace. 

If a body can reach the palace and meditate there for a 
time, all the hurtful memories of the pEist eventually become 
muted, bittersweet recollections that can be looked on with¬ 
out pain. The meditations at Peace can also remove poisons 
and the effects of any memory-draining magic or spells from 
the enchantment/eh arm school, 

SERA 

hi t en n erf ia t e Pou vr, “Lad ) 1 of Fo rt u ne mT 

V it Wealth, luck 
AL: CN WA1. Any 

>>' • p Scales 

11 Qutlauds/the Marketplace Eternal 

Sera, the Cerilian goddess of wealth, has joined Forces with 
similarly minded powers from other single-sphere pantheons 
and established a common realm on the Outlands: the Mar¬ 
ket place Eternal The shared realm is also home to Waukeeit 
of Tori! (who’s currently missing in actionl Shinare of 
Krynn, and Zilchus nf Oerrh. Together, the four deities have a 
much larger and stronger realm than any of them could have 
alone. 

The 0inlands, after all, are thought by many to be the 
center of the Outer Planes (which, strictly speaking, hare no 
center]. That means most merchants and plane walkers find 
the Marketplace Fternal an easy place to stop by on their 
treks around Hie Great Ring. The realm's even competing 
with Tradegalc to become ihc premier spot for commerce on 
the Ou(lands. 

Sec, the Marketplace is nothing but a huge, sprawling 
bazaar, It stretches for miles in every direction, with tents 


and stalls making impromptu roadways through the realm. 
There's no rhyme or reason in any of il. nor is there perma¬ 
nency, for (he merchants set up in different spots every day, 
dividing themselves only by general specialty, and pm al¬ 
ways even that. Gambling halls, drinking tents, and huck¬ 
sters of all varieties mix here indiscriminately; some sny the 
bazaar tops even thai of Sigil, It's a place of splendor, hut it’s 
also very, very confusing to n newcomer, 

Part nf the reason is that the Marketplace Eternal is ac¬ 
tually divided into Four separate quarters, one for each of the 
ruling powers. Waukeen’s quarter is called the House of 
Barter. Shinans quarter is called the Scales of Wraith, 
Zilehus's quarter is known as the Scat of Luxury, and Sera's 
quarter is called the House of Resolve. 

I‘he House of Resolve lies closes! to the Spire of the Out- 
ILinds. In the center of the region is a stone keep, where Sera's 
proxies hear complaints about vendors. The bloods investi¬ 
gate any reports they think have merit, but the dark of the 
place is that it's impossible to cheat at anything - from busi¬ 
ness to cards iu love — anywhere in the Marketplace Eternal. 


after their last disastrous incursion. 

Recently, however, the powers have abandoned their re¬ 
sponsibilities on fCrynn. leaving the mortals to find their own 
face (for details, see the novel Dragons of Summer Flume), 
The gods moved on 10 the planes, taking (he gamble that 
they'd he accepted fully by the powers already there. That's 
noi an uncommon move for deities who've suffered under 
despotic overpowers, but it's a big risk - more pantheons 1 Ve 
died that way than most powers'd care to admit. 

Fortunately, the cutters left behind on Krynn still have 
faith. Though they can no longer count on the direct Interven¬ 
tion of their powers, folks still believe (hat the gods are out 
there, somewhere, and they pray for their return. What's more, 
many of the deities left agents behind to help guide the sods In 
times of great trouble. But i he natives of KTynn are a people of 
steady courage and steadfast lives, no matter what their cul¬ 
ture, and they're tough as nails in ail the ways that count. 
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♦ THE KRYNNISH P9WER.S ♦ 

Of all the known gads of the cosmos, the pantheon nf Krynn 
is one of the few that’s organized along strict and obvious 
lines, and lines of comparable strength ai that. Following the 
mulriveisal Rule of Threes, the powers of Krynn break into 
three camps: good, evil, and neutrality. Each group's over¬ 
seen by a single greater deity - 
Faladlnc, Takhisis, and Gilean 
— and, in mm, Lhe entire pan- 
iheon falls- under the watchful 
eye of die High God, the over¬ 
power of Krynn. 

Chant is the overpower's 
the one who called the three 
greater deities from beyond 
Find set them about the task of 
creating the world [including 
all the intermediate anti lesser 

gods) out of rite primal force of chaos. Afterward, the trio’s 
saiii to have trapped the remaining swirls of chaos in an item 
known as the Gray gem. 

Thai's just one version of Krynn's crcalion myths, but it 
serves. The three sets of powers have struggled over the face 
of the world for ages since, each seeking victory in the banle 
for (he hearts and minds of the people (not to mention physi¬ 
cal contra] of Krynn itself). Each time, the forces of evil grow 
stronger, yd each lime the powers of good and the powers of 
neutrality stop the wicked ones from gaining dominance. 

Arrogantly assuming that their people need divine in¬ 
tervention, the gods have taken part in several mortal wars, 
each time coming closer and closer (a destroying the world. 
Truth is, it’s mainly the powers of evil that make such as- 
sumptions, often breaking whatever truces were established 


Ink-1 mediate 

Jiu cfitJc'd face 
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The powers of good are under the command of Pal a dine, the 
creator of ihc noble impulse in the mortal spirit and a tender 
watcher of his children. Whereas the neutral gods teach re¬ 
st riel ion and the evil powers domination, Kalatiine leads by 
example and encouragement. He instructs his followers to 
work around evil's snares and flaws, rather than oppose 
lakhisis and her minions directly, 'Course, at times it seems 
only conflict can resolve a dispute, anti that's when the pow¬ 
ers nf good demonstrate the reason they're called powers. 

Still, (lie high-ups 
under Paladine try to 
Hkb. stay out of human af¬ 
fairs. Though they 
can't help the desire to 
reach In every now 
and then and give the 
mortals a quick shove, 
they restrain them¬ 
selves as best as they 


KrymiUh Powers of Good 


Mush. loresh,, heiu.lv 
Animals, senv ■ reiillon 
Untile, courage, hefobm 
l bought, Ijiilh, romri.il 
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Good magic'; 


can. They've seen 
what happens when gods don't 
keep their desires in check, and they won t sacrifice the ten¬ 
uous trust among the deities to further (heir own ends. 

PA LAD 1 N E 

Greater hiwt-r, "‘The Dragon's Lord" 

'• Order, hope, light, rulership, guardianship 
A3 LG WAL: Any good 

S'. .1 .ui Silver triangle 

Mount Gelestia/Solanja/lhe Dome of Creation 

Pa 1 adilie is the mightiest of the pantheon’s powers of good, 
usually taking lhe form of a greai dragon. He has a genuine 
fondness for life, even lhe lives of evil creatures, and be 
won’t kill if he can help ft. However, he does recognize the 
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THE POWERS ®F EVIL 


need every once in a while, a I which time he reveals select 
secrets of life and death to Ids agents still cm Kzynn. 

Psdadinc's said to be something of a gambler; he's been 
known to ncsl the entirely uT his creation on the actions of a 
single mortal. So far he’s been lucky. 

THE POWERS ©F NEU + RALI+Y 

It's no dark that I he powers of neutrality are just that: neu¬ 
tral, They choose no sides in Hie cons-old struggle of good 
and evil; they simply exist. On the other hand, many seek 10 
maintain a balance between the extremes, holding that the 
only true worth comes from ibe evert distribution of both. 
After all, without good there'd be no evil, and withoul chaos 
iherc’d be no law, It takes a hit of all sides for a body to ap¬ 
preciate existence, and ihe gads o|" neutrality see to it that 
one force doesn't dominate. 


Under the domination of Takhisis, the Dark Queen, the gods 
of evil have changed the face oFKrynn more than once. Their 
endlessly greedy grasping for the fruits of creation often 
upset the namriit order and drive the world to the brink of 
destruction, fact is, just before the powers agreed In retreat 
to the planes, Takhisis turned stag on them in a final (and ul¬ 
timately unsuccessful] effort to seize control of the planet — 
an event most folks call the chaos war. 

Thus is the nature nf evil on Krynn: It always seems to 
turn in on itself. That’s pari of the reason the powers of good 
have managed to keep evil at buy. But perhaps it's for the 
host that the gods have left Krynn. Sec, Takhtsis and her 
minions hud al last learned to cooperate until their enemies 
were subdued. Who knows iI they might one tiny return to 
seize the world once and for all? 


Krynntuh Power* of Ntfntr-ilily 


(Tiisk'v 

Iniermediiuc 

Nature, animal 

Lunilari 

Intermediate 

Nmitral magic, illusion 

fteorx 

i in .0u 

Hw.nvcfi. smithing 

Shuuiiv 

liisermrditMe 

Wealth., freedom, tornmerce 

Simon 

Intermediate 

1 film-, C Jt.mgL- 

Zivtlyn 

iuiuNu diaic 

WKdooi 


file greater power Oilcan watches over the rest of the 
deities of neutrality. He allows them die freedom to do as 
they please, as Long as they don't meddle with the balance, 

GILEAN 

Greater Power. “The Vim/" 

1 Knowledge 

VI IM V, AI. Any 

ii Open hook 

Qutlands/the Hidden Vale 

Chant is that Gilean was a mortal once, a scribe so scrupu¬ 
lous that he never made a single error, and so the High God 
took him to the beginning of time and made him the keeper 
of an eldritch tome, This book, said to contain the .secret 
name of every creature, had the whole of history - from 
start to finish — hidden its pages, and thus Gilean became a 
god. 


TA KH I SI S 

Greater Power, "(Jueeo of [i<irkttv\K" 

' Night, evil, hatred 
\J - LE W VI Any evil 

Black crescent 

Baator/Avemus/Abthalom (the Nether ReachesJ 

Once the mule of Paladins Tukhisis grew jealous of their early 
creations, the dragons, and decided to lake Ihe beasts for her 
own. Tit at first betrayal characterized her every move for the 
rest of her existence — when she sees something she wants, 
she takes it, without regard to the rightful owner. The Dark 
Queen’s ambitious schemes have been defeated in the past, but 
she learns with each failure, and some rear it’s only a matter of 
time before her infernal willpower allows her tn triumph. 


Kryntnesh Powers 
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♦ THE PffiWERS ©F ©ER+H ♦ 


Others say that story’s barmy, that mortals arcn’i capa¬ 
ble of tbul kind of flawless perfection. Hut whatever a body 
takes for Ills myths, it's all the same in Ihe end; Gilean is 
what lie is today. He's said to love information for its own 
sake, and ihat's why he's truly neutral - knowledge is 
knowledge, whether it sprang from evil nr from good. He 
views it as an end in itself, not as a tool lor those who’d twist 
it to their will, and he encourages the pursuit of knowledge 
above all lb mgs. 


The puwcm ui'Oerth make up one of the oldest and largest qf 
the single-sphere pantheons. Its ranks include so many gods 
ihai il'tl be Fruitless to list them all; besides, tltey change so 
rapidly with the rise arid full nf continental empires that any 
list’d be out of date before long. Though stability soon may 
eorne lo these troubled lands, it’ll take some doing - and 
stout heroes — to pull it off The powers can't tin il on their 
own, and so their very survival is in the hands of the mortals. 
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Omni is Orrth is dying anyway, lhai (he rlcLtLcs'd he just 
ns happy leaving fur greener pastures. Sadly for ihem, 
they're stuck here: apparently, they've got to fight it oue on 
the wntlfl before they can try to expand onto the planes. 
Only a few bloods of the pantheon — like Celestian, god of 
travel - have made it beyond the crystal sphere, and that's 
because their portfolios appeal to hashers across the planes. 
Fact is, some of the deities are already worshiped (oral least 
respected I by many plan are; they've got a decent chance of 
surviving the death throes of Derth. 

I he sis powers described below have the strength and 
desire to look beyond their own world. Celestian probably 
has the host shot at making it on the planes, but i f any of ihe 
rest of the pantheon [mils through, if31 be 1 his bunch. The 
others have realized their predicament too late, though it's 
remotely possible that a few of 'em could squeak through as 
well (refer to Appendix I fora metre detailed listing of these 
other gods]. 


CELES+IAN 

Intermediate Power, "The far Wanderer N 

1 Stars, space, wanderers 
V NG WAI Any N or G 

Sewn stars on a hhu’k circle 
II Astra 3/wanders 


Celestian is the planewalker’s power of choice. For a god of 
the Prime, he's remarkably wet I-venerated among pi a liars 
(chant is the influx of new worshipers might soon win him 
the rank of greaser power}. His portfolio calls to any cutter 
who likes to sec- what's over the next horizon, ant] his loca¬ 


tion on the Astral Plane makes him an even sweeter choice. 
Traveling priests of Celestian lose no spell casting levels as 
long as they remain on the Outer Planes, and magical weap 
nns forged on the Astral are equally powerful all the way 
around the Great Ring- 

Celestian gets on well with Hermes and other gods who 
make travel less burdensome. It's a small fraternity hut one 
that's tightly knit. Fact is, Fharlanghn, Uerth's intermediate 
power of horizons, is Celestian's brother, and ihe two of them 
cooperate famously. It's said that Celestian is looking In help 
his brother expand onto the planes. 'Course, since the infi¬ 
nite Outer Planes have precious few horizons. It scans as 
though the god of travel's going to come across his brother 
on the Astral one of these days. Still, there's hope for Hiar- 
langhn as long as Cctesi inn's wilting to help, 

Celestian doesn't keep a realm in the 
silver void, preferring instead to keep 
moving - what dsc'd be expected from 
he god of wanderers? His pel i Miiners be¬ 
come the stars ha his rubes, and 
when their wanderlust be¬ 
comes so great that they 
wish to travel on their own, 
that's when they merge wiih Iheir deity. 



I NCABUL0S 

Greater Rotifer, H The ErUsent" 

1 Drought, plagues, nightmares 
\l NF. WAL Any evil 

Green eye in ll red diamond 
ii u Gray Wasie/Oinos/Charnelhouse 

incahulos is hated by just about every [lower in the cosmos 
who knows of him. Even the other gods of disease despise 
him tin principle, for they see hint ns a leatherhead and pre- 
render with no hope for survival when he Finally has to leave 
bis enclosed little sphere. Most of the other powers dislike 
him simply because lie's a berk who turns srag every chance 
he gets. 

As the pantheon's power of disease and nightmares, In- 
cabulos favors battlefields and other sites of carnage. He 
draws much of hts strength from such places; both sickness 
and horrid dreams come from the massed bodies af (he 
dead. Naturally, in the current climate of war (fiat’s sweep¬ 
ing across Oerth, Incabulos grows ever greater. The mortals 
don’t worship him, but they appease him, and thal's often 
just as good. 

Charnel house is just as disgusting (if not rrmresn) as the 
realms of the other powers of disease in 0inns. The first thing 
a body notices is the stench - not even the Gray Waste can 
wash away the smell of the dead that permeates the place. 
The second thing a body n tit ice’s is his deepest Fear coming to 
life in front of him. Whether that's a skeletal horse with rags 
of twitching flesh in its teeth or tire cruel betrayal of close 
friends, it all seems (o conic true in Charnel house. That's why 
folks sieer clear. 


N E Ft U LL 

Greater Power* “'The Reaper ' 1 

Death, darkness, murder 
AI Nil WAI Any evil 

V .-i tii Skull and sickle 

i i Carveri/Gthiys/l be Ciypl 

Like Incahulos, Mem 11 usually isn't worshiped so much as 
kepi alive by the veiy avoidance of his name. Fact is, offer¬ 
ing him a sacrifice is thought to attract hts attention, and lew 
mortals are addle-eoved enough to do that. Still, some berks 
secretly promote the worship of foul Ncrull, and they’re 
nearly as depraved as the one they follow. Their rites are 
heinous affairs conducted in total blackness. It's a sure bet 
Ihat torture and pain play a large part in the rituals; it's cer¬ 
tainly no dark that sacrifice of any sentient creature is not 
only accepted but encouraged. 

Unlike must powers on Carccri, NeruH's IUU trapped in 
the Red Prison - he dwells there because he hikes it, and he's 
one of the few creatures in die cosmos who can say such a 
thing without sounding like a liar. His realm, the Cry pi, is a 
burg of ihe dead and undead, many of (hem sentient. Even 
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worse, Merab consorts wfci h fiends of nil 
varieties, uml they often prowl the red Ira 
devouring ids shrieking petitioners, 
yList desserts, really, for deaders who 
brought pain to others when they were 
alive). 

Though Meruit respects Incabulos's hatred of life and 
joy; Ihe two powers have nothing to dn with each other. 
Tales the Destroyer lofToril} admires the Reaper’s work, but 
Nenjll’s methods are so brutal that even Talos stays well 
away, Truth is, no other powers associate with Meruit, 
though many of them (Si. Cuthbert especially) hate him with 
a passion, 

S + . CU + HBER+ 

Intermediate Power, “Cuthbert of the Cudgel" 

Common sense. £eaJ, dedication 
M LG WAl. LG, LN 

SLarborst of rubies on a platinum circli: 

Arcadia/Abellio/the Bastion of Law 

St, Cuthberfs importance grows every day on Ocjlh, hut Is 
it enough to save him? Nobody knows - but it seems that 
the deity's recruiting outside his sphere, too. The members 
of the Harmonium [especially the lawful good Hardheads] 
are thought to espouse his beliefs, admiring Si. Cuthbert 
for bis straightforward mind and his refusal to back down 
from what he knows to be right. Any blood w r ho won't 
compromise Ids ideals must be all right with the Harmo¬ 
nium, and many factioncers have thus adopted his worship 
in appreciation. 

St. Cuthbert is a stern enemy of chaos and evil, and be 
rejects the idea that a body has to bend a hit to achieve his 
goals. The deity feels LhaL any berk who dues so is either a 
sod who wavers in his faith or a pitiful fool. It’s his way or 
the wrong way. and plenty cake what St. Cuthbert considers 
to be the wrong way, 

’Course, that kind of unyielding attitude earns him 
many enemies, not the least of which arc IncabuJos, Nerull, 
and a handful of Abyssal lordh;. Truth to ieli ( St, Cuthbert 
would probably have even more foes if the greater planar 
powers of chaos and evil took notice of him and his stance. 
But they don't — musl just don't care wind a single-sphere 
deity has to say about them, 

TRI + HERf eN 

Intermediate Power, 'The Liberator " 

Individuality, liberty, self-determination 

CG WAI CG, MG 

A pursuit rune 

II Arb o rea/01 y in p u si the F n rk i ng Road 

For a blood who’s supposed to be concerned with only a 
single sphere, Trithereon has some highly placed friends. 


aeal Jor creativity, and Lathander of Tori! is a 
big proponent of his calls for freedom. And 
Trithereon probably has at least as much chance of 
surviving on the planes as St. Cuthbert does, for he, too, has 
the support of a faction: the Free league (though Fill Indeps, 
naturally, make their own choices). 

Still, Trithereon has a few opponents. He despises all 
powers who demand domination and absolute obedience, 
even if they're deities of good, because he feels that any lim¬ 
itation on freedom necessarily destroys those it limits. 

His realm, the Forking Road, isn't really a realm at all. It 
wanders all over the first layer of Arhorea, and when a body 
steps onto I hi" road, he finds that a world of possibilities 
opens up to him. Trithereon grants each visitor a glimpse of 
the major paths an his life, and the possible consequences of 
his actions, 

JAS 

Intermediate Power, The Taker " 

Magic, death 

\] LN(li) AAL LE, LM. NE, N 

S' Flaming skull 

i i AcheronH i in tihul us/Patterned Web 

The vain Wee Jas isn't really what a hody'ri call an evil power 
- it's just that she's preoccupied with the gil'ts strength can 
bring, and she takes it a little too far. She doesn't usually 
mean harm, but more often than not it comes anyway. In her 
pursuit of greater knowledge and mightier magic, Wee Jus oc¬ 
casionally steps on the backs of whoever can help her climb 
higher. 

Death isn't one of her greater spheres she’s adopted it 
only in the past lew centuries. Her priests are mostly watch¬ 
ers over the dead, rather than agents who promote death and 
urge it along. The power's realm reflects this: An impervious, 
octagon carved into one of Acheron’s cubes, the realm's laid 
out like a spiderweb. Its marls leading invariably toward the 
center, where Wee Jas waits for her gifts* 

fcvery berk who sets foot inside her realm is expected to 
offer fine jewelry nr interesting magic to her altar. Those 
who don't bring suitable gifts can't find their way back out 
of the Patterned Web for a full year, or until Wee Jas decides 
that they've paid off (heir debt to her. 

The old Mystru of Tori! was an ally of Wee Jus, but the 
new Mystra (sec her entry under "The Faemnlan Powers,'' 
below) has managed to fully alienate her. That might be part 
of Ihe reason Wee las bns taken a turn for the worse her 
one good friend in the cosmos passed on, and was replaced 
by a berk who claimed the name but didn't pursue the same 
vision. 
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On a small world known as Toril, a place often forgotten by 
deities of the planes, a whole new batch of gods Is rising to 
prominence Within the last Few centuries, they’ve made in¬ 
roads to establishing themselves as planar powers, bursting 
nut with a speed rivaled only by today’s strongest pantheons. 
Does this spell a new era For the Outer Mia ties? 

That's doubtful. New gods are new gods, and no niFitter 
how powerful or subtle they might have been on their prime- 
material worlds, they've got to leanri the ropes of the planes 
IF they hope to survive, TbaL proves lo he lougher than most 
are prepared for. 

Appendix I gives a lengthy (but by no means complete) 
list of the most recognised powers of Facnm, the western 
half of one of the major continents of Toril. 31 doesn’t take 
the assorted demipowers into account, nor the various other 
cults worshipped across the globe and there are quite a few 
ut those. Basically, Appendix 1 shows the major living pow¬ 
ers of one of the largest population groups on Toril. 

Interestingly, while most planar gods consider Toril a 
backwater, a few have sent priests to the world, looking to 
augment their strength by gathering moire worshipers. The 
best example is Tyr of the Norse pantheon; sliding slowly 
from recognition among his own people, lie’s managed lo es¬ 
tablish himself quite strongly on Tnril. gaining enough be¬ 
lievers to keep him From drifting away onto the Astral. 

Others have joined Tyr, including Mielikki and Loviatar 
from the Finnish panihcon (Loviatar probably chased after 
Mielikki, who she's always hated), and Sitvanus and Dghma 
of the Celts. What's more, the Faerunian powers Bcshaba and 
Tytnora seem to have received some kind of influence from 
fyche of the Greek pantheon. And It’s likely that this list will 
grow, us more and more planar gods decide to reestablish 
themselves or reach for more power. 

Some of tlie deities described below flike Sune and 
Tains) have lesser gods attached to them. Thai’s Hie result of 
special alliances, made either through sheer domination or 
mutual agreement. To get a (nil picture of a god, a body 
needs to see which other powers are in the service of the 
’’leader." 

A © 

Oi *crpon er, "The Wo U'hvr" 

1 Deilies, balance 
AL N/A WAI ; Any 

s mi-i None 
li ii Unknown 

Ao is the overpower of Toril, and as such is above the petty 
concerns of weaker gods. See, he's ihc high-up who watches 
over the actions of the other deities and ensures that they 
abide by the rules, of the cosmos, lie's made the laws known 
in ihe past; It's likely he'll do so again its the future. 


Just recently, in fact, An punished the powers of Tori! 
For interfering loo closely in mortal affairs. To make the grids 
more accountable For their actions, and to teach them a hit of 
a lesson, he decreed they could wander the world only ill 
av Filar form until some stolen tablets were relumed to him 
(the event was known ns the Time of Troubles). The tablets 
were recovered eventually, hui not before several gods died 
seeking them. The powers have, indeed, learned their lesson. 
Fact is, Ao L s punishment may be pan of the reason the 
Torilian deities are starting to look outside iheir crystal 
sphere Find leaning toward the Outer Planes, where belief 
translates into even greater strength, 

CYRIC 

Greater Power ; ,h Prince of Lies” 

• Strife, murder, illusion, intrigue, deception 
AL: CE VV.YI Any N or E 

While skull on a dark sunburst 
Hi. Pa ndern oui u m/Cocytus/Shatte red lisU e 

Just over a dozen or so years ago, Cyrie was a mu mil thief, el 
rogue on the path toward evil. Then Au decreed that the 
powers must walk the earth in mortal form, and Cyric man¬ 
aged to slay one of those gods Eind assume the victim’s port 
folio. Later, Cyric also assumed the strength of two other 
slain powers. Thus did the mortal transform himself from a 
lowly cross-trader into one nf the mightiest blonds hi the 
whole crystal sphere. 

Later, he lust control of much of his portfolio to one of 
ills formerly mortal compatriots, Kclcmvor, when h became 
apparent that Cyric was breaking many of Ao's rules. What’s 
more, Cyric drove liimself hFirmy with the creation of a book 
that bound ail who read it to his worship — it seems ihc sod 
fcEid ii himself. Now he's retreated to Pandemonium to plot a 
further takeover of the multi verse. He hates Kelemvor and 
Mystra with a passion, bui because he read his own book, 
Cyric's convinced that he's superior to his Fellow powers and 
doesn't need to waste his anger on them. 

His new home is the Shallcred Castle (which* in his 
delusion, he calls "The Castle of the Supreme Throne”) and 
lie hopes lo draw all of the petitioners of Toril to bis realm. 
The berk hasn't found much success, but he’s sure it's just a 
matter of time before he conquers the entire cosmos with his 
divine insight. 

iyach+u xvrrn 

Lesser Power* "Godson" 

\"C Tyranny, hatred 
Al: LE YYAL: Any W or F 

mi; i Green eyes on the pEilm nf a black hand 
GehennafChamada/the Bastion uF Hale 

The son of the dead power Bane, [yacht u Xvim is Etlso a rel¬ 
atively new god on Toril, Having been incarcerated under 
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Zhentil ECeejj Tor years, Xvim has an axe it? grind with .just 
about all the powers of the Faeminian pantheon. He doesn’t 
know who locked him away, foul he's convinced iE was nnr 
nf the gods, and since he can't pinpoint his antagonist, he 
.just hates them all. X vim's awfully good at carrying out his 
portfolio. 

He nurses an especial hatred for Cyric, who Xvim 
(wrongly) thinks killed his father. Besides, Xvim feels that a 
power of evil as strong as Cyric shouldn't be as incomppirnt 
as Cyric. At least in Xvim’s eyes, the gross ineptitude of the 
Prince of lies has been underscored hy every successive fail¬ 
ure Tyne's racked up in his tenure as a deity. 

XvSen’s realm In fiery Cburnudu is a basalt palace rising 
high above the lava flows that constantly cascade down the 
slope of the Second Mount. The castle is a btocky affair, a 
stolid piece of architecture that proudly repels the magma 
coursing through the layer, inside the bastion, however, 
Xvim has opened a section of wall to a searing pool nf lava, 
and he uses the bubbling stone to extract information or 
screams from bis prisoners. 

ICihCTIl V©R 

C reft ter Power, "Judge oft he Damned" 

Death, the dead 
LN WAL: Any 

Skeletal arm holding scales 

Gray Waste/Oi nos/1 he Crystal Spire 

Like Cyric and Mystra. Kelemvor was once mortal, and that 
not loo long ago. Though he’d spent more time as a mortal 
than they did, Kelemvor took to the responsibilities of god- 
hood more quickly than either of 1 hem. 

As a greater power, and a god of death at that, he re¬ 
fuses to give in to his former human emotions. Sure, it’s 
likely he'll revert after a lew hundred years or so, but for 
now, he acts much as he at ways figured powers, should act — 
though perhaps he’s a bit more just and fair than most pow¬ 
ers of the Gray Waste, Kelemvor's not ton clever, but he 
learns well, and he'll get the hang of ii in time - or at least 
he'd better. 

When Cyric lost his portfolio as the power of death, 
Kelemvor was assigned to lake over us [he judge of the dead 
and arbiter of the placement of the deceased, I its first act was 
to make the Bone Castle (Cyric's aid kip) into the Crystal 
Spire, so [hat any basher who cared could plainly see that 
Kelemvor executed his duties as fairly as possible, 

’Course, tyrie IsiTl happy about losing his portfolio, and 
Kelemvor keeps ei close eye an his former rival. But the new 
power of death also desires the goddess Mystra, and he seeks 
an alliance with the Morninglordl I, a I hander a traditional 
enemy of the dead (or rather, the unde ad),. 

One thing Kelemvor doesn't seem to grasp is the drain¬ 
ing Influence nf the Gmy Waste. Unless he erects some walls 
around his own emotions, it's likely he’ll suffer the same fate 
as the other long-time powers of the plane, apathy. 


LA+HANDEK 

Greater Power, “The Moruiitglord ' 4 

1 Spring, dawn, birth 
'll NG vYAI AnyNorG 

Disk of rosy pink hue 

11 Elysium/Eronia/Morninglory 

Though he's been a power lor eis long as must of the rest of 
(he Faerfinian pantheon. Lafhander chooses to portray him¬ 
self as a slightly immature young man, one given to llights 
of fancy and exuberance. He's definitely one of the vital 
powers of Torih his major concerns are life and creativity, 
and he pursues his tasks with a tenaciously positive nut look. 
l.ELiliEindcr is venerated among the vain for fils good looks, 
among the artists for his inspirations, among the peasants 
for his support of life, and among the optimistic for his 
blessings of new adventures. 

Chant is one of Lai hander's greatest assets is ins adher¬ 
ence to the principle of practice, rather than ritual. As Jong 
as his believers realize that it's the act of goodness that he 
supports, and as long as they pray to him on occasion, he 
continues growing ever stronger. 

Lilt hander shares his realm with the Vedic power Ushas, 
the goddess of dawn. Together, their realm is one of pink- 
hued sky, rosy clouds, and the dreams and hopes of a new 
day, Supposedly, the two gods have found a way to open 
gates lq the realms of powers of darkness and are shedding 
light into the secret lands of those deities. 

The Morning]uni gets along well with most of the oilier 
powers of the Faerunian pantheon. He's especially close to 
Ch a untea, for they've teamed that working together can 
benefit them greatly. He's not yet come to a decision regard¬ 
ing Mystra or Kelemvor, hut he seems, as always, optimistic. 

fTTYS + HA 

Greater Power, “The Lady of Mysteries" 

Magic, spells 

\l NG VVAI Any 

v .. i -•! Circle of nine stare with red mist 
F ly s iu n\f F ro n i 11 / Dw conic rhea rL 

Cyric was the first mortal to assume the mantle of godhood 
alter the Time of Troubles, but Mystra, goddess of magic, was 
the second. As a newly divine being, she keeps the sentience of 
her previous mortal self foremost In her mind, and the memo¬ 
ries nf the original Mystra jihe one who fell in the Time of 
Troubles) present in the portfolio as well. Site's a good friend to 
Kelemvor, a former ally of Cyric's, the superior of Azuth, and 
arguably one of the niosi powerful gods in the entire pantheon. 
Her duly is to protect the magical conduit called the 
Weave, a tapestry of force that allows mortals ro shape 
magic. Though Myslra doesn't leach mortals Aon? to handle 
the Weave - that’s the job of Azuth - she does make the 
process safer. 


Some stiy that her [July should preclude her From lean 
ing lou much toward either good nr evil. After liII, Hit origi¬ 
nal Mystra concentrated only on the laws of magic and left 
the moralizing to those better qualified for it. Well, the new 
Mysira doesn't see il ifoai way. She ihinks magic should he 
used for the greater good, to enhance the quality of life 
throughout In rids, that make use of the Weave, and site’s 
slowly changing the rules of magic tn make her will known. 
Her Elysian realm, Dweomerhean, sits atop one of the 
mighty plateaus of Emma. The aren used to he Hat ground 
for miles across, hut Myslra shaped hersel.f a wondrous city 
with powerful spells. Now. every day at dawn, the features of 
the burg change as the magic that holds the illusions/con- 
structs in place fades away and is replaced by new spells. 

See, a group called the Council of Wizards is In charge 
of maintaining the appearance of tlie realm, and a different 
spells linger lakes over each morning: thus, Dwcomerheart 
never looks the same from day to day. Though the basic lay¬ 
out of the city remains the same - the buildings, arches, tun¬ 
nels and (he like keep the same positions the appearance 
varies radically. Chant is one of the highest signs of respect a 
body can he paid is being asked by the Council to shape the 
city for a day, 

shOne 

Intermediate Power, “The Moommiden" 

u)( Moon, stars, navigation, wanderers 
\L; CG WAI Any good 

Female eyes in a circle of seven stars 
il* ii Ysgard/Ysgard/'Gates of the Moon 

Seiune seems to have as many laces as docs the moon For 
which she stands. To some folks, she r s as vivacious as a 
dancer beneath a starry sky; lo □ tliers, she's eis tranquil Einri 
enveloping as a moonlight swim; and to some, she's as cold 
and merciless as a howl that echoes through a dark, moon¬ 
less night. The versatile goddess is worshiped by many mor¬ 
tals, including spells lingers (especially females), cutters em¬ 
barking on sea voyages, folks looking for a glimpse of the 
Future, and couples eager lo bear children. 

Most important, though, is the attention given Seiune 
by planewalkers* Not only is she a power of wanderers and 
navigators, but the deity also watches over good people who 
search for their place in the cosmos - and that includes just 
about everyone, from time to time, 

Seiune occasionally chins with Hermes, Cctestian. and 
other powers venerated by planar travelers. She Feels some 
kinship with Eilistraee, the goddess of good-aligned drow p 
who urges her raithful to cleanse* their spirits hy dancing 
under the light of the moon. And among her own pantheon, 
she counts on the friendship of Latbander, Mystra, and Sune 
(who she once served under), though she fiercely opposes 
Shar (see Shar's entry, below, For more details]. 

The goddess shares her misty realm, the Gates of the 
Moon, with another power: Soma, the Vedie god of moon* 


light, plants, and prophecies. With Seiune's blessing, Soma's 
petitioners distill the juice of special flowers that grow 
around the realm: chant is those who taste the drop]els gain 
Insight into the future. 

"Course, 1 he main reason that planewalkers come to the 
Gates of the Muon is Lo lake a trip on (lie Infinite Staircase, a 
conduit that supposedly leads from Argentil (Seliine s hall of 
silvcrl |o every burg that ever was, is now, or ever shall be, 
Sonic blibbers brag about using the Staircase tu jump through 
time or take a shortcut between infinitely distant cities, but 
it's nut ihat simple. First of ail, the Staircase* ear literally 
make a traveler sick — it leads in all directions at once, and 
gravity often depends on where a body's feet arc planted. But 
even worse, a sod who climbs alone - without the benefit of 
a group's strength uf will might end up in the city of his 
greatest desire, a place hell never want to leave. 

SHAR 

Grenier rosi er, “Nightsiutjev" 

Dark, night, loss 

Vl NE 'A'-U Any (mainly evil) 

Black disk with a purple border 

Gray Wuslc/Ninhcim/thc Palace of Loss 

.Shar is a twisted power, one who deeply enjoys inflicting the 
pain of I oss on her followers. She's petty and jealous, and she 
believes in nursing indignities unit! they become — in her 
own mind at least - major slights. Shar claims to help her 
believers Forget (he grief of loss, but the ritirk of it's lhal she 
simply makes them accept pain as a standard state of exis¬ 
tence, Sure, they hurt less, but only a leatherhead would say 
they're belter oJT. 

Shar teaches her followers that life ls pointless and fool¬ 
ish, that they can expect nothing good From the world and 
therefore should expect nothing From themselves. In short, 
she's a power of hopelessness and the damping of creative 
fire, and so stands in direct opposition to Lathander. 

The deity's realm is said to be ei single tower rising 
above the gloomy gray of NlflheJm, a tower without win¬ 
dows or doors. Few visitors can figure out how to gain entry 
or exit, but Shar's petitioners and proxies CEin come and go 
as they please. The only sods confined (o the palace arc (hose 
wbo'd miss their freedom the most; that way, Shar can feel 
(heir pain more keenly. 

Chant Is that some of Shar's proxies have discovered the 
worship of the Genii mi power Nesirie, Lady of Mourning, 
who offers healing. A few of these proxies have hidden 
themselves away in Nesirie's realm to soothe the pain in¬ 
flicted on ihem hy Shar, But most of the bloods, still loyal to 
tlLcir goddess, are outraged, and repurl the berks who turn 
stag. Shar's annoyed that Ncslrle dares iu heal grief, and 
plans a way to destroy or subvert the Cenfian. 

It's also well known that Shar and Seiune are bitter ri¬ 
vals. Folks can't seem to say what sparked the feud, but it’s 
gone on for longer than mortals can remember, and the two 
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work constantly 10 undercut each other. Truth is, their hatred 
might stern from nothing more than the simple fact ilia! 
Selfme rep resents the mystical aspects of the night, while 
^har embodies its bitterness. 

Mast, the pantheon's god of thieves and shadows, 
would like To establish an alliance wiih Shar, bur he keeps liis 
distance — he’s already lost some of his portfolio in Cyric r 
and he fears lhat Shar'd compound that loss by subsuming 
him entirely. Finally, Shar is said rt> be feeling out 
Keiemvofis feelings toward an alliance, hui hasn't comm it led 
herself one way or another Inward the new power (though 
their alignments would seem tn preclude any chance of a 
strong friendship]. 

SUN£ 

Greater Poirer, “Firehair" 

Beauty, love, passion 
M Oi WAL Any N or G 

Face of ivory-skinned maiden with red hair 
A rboreu/Oly mpus/B righ t wa ter 

Suite Firehair is one of the vainest creature in the mulli- 
verse, though she vies for that honor with Aphrodite of the 
Olympians. She shares the pool Evergold the Fountain of 
Youth and Beauty - with Aphrodite, Han all Cehmil, Frey a, 
and ulher goddesses of glamour. Sune, naturally, considers 
herself more beautiful than the rest, who in I urn see her as a 
backwater power wiih delusions of grandeur. For the most 
pan, however, the deities get along fairly well. 

Suite is also une of the most passionate powers in the 
cosmos, and she convinces herself that her interests run deep 
- and they do, for however long she can maintain them. 
Truth is, though, she involves herself intensely with a person 
or power for r. short time - as long as the basher continues 
io prove enticing - and then Loses I mere si, seeking new and 
more exciting pastures. She doesn't forget her enemies, how¬ 
ever: Among them she counts Talons (goddess of disease!. 
Tains (god of storms), and any who'd min beamy lor the joy 
of destruction. 

Fact is. Suite’s beauty inspires many, and arrises and 
lovers alike seek her favor. She gives writers the ability to 
produce excellent works quickly, painters sudden flashes of 
brilliant composition, and sculptors the sense of perfection in 
the human form. To lovers she grants desire and passion, and 
to her other worshipers she simply makes the blood race — 
that's enough for most folks. 

She shares her realm on A chorea with two other major 
powers: Tymnra (goddess of good fortune) and LliSra (god¬ 
dess of joyful dance and festivals, who's also guarding the 
portfolios of wealth and trade for the missing deity Wau~ 
keen). One of t he newest realms on the planes, Brightwater is 
also one of the inusl exciting. There, n body can find almost 
any diversion imaginable. It's a place ul eunstanl movement 
and action, and many are (he bashers whoVe wished they 
could remain in Brightwater for the rest of their lives. 


TAL©S 

Greater Power ; "The Destroyer" 

Storms, destruction, earthquakes 
\L; CE WAL Any N or E 

vml u Three lightning bobs 

Fandemcmium/Pandesmos/the Towers of Ruin 

A power of domination and destruction. Talus brought three 
other evil deities into his fold hy sheer force: Umberlee (the 
Bitch Queen of oceans), Malar [Ihe Renstlord of savage 
hums], arid Audi (the Froslnmiden of cold winters]. Together, 
the group's known as the Gods of Fury, and Tales keeps his 
charges under a right rein. 

The power's only purpose in life is tn prove that he can 
tear down whatever some other blood puts up. Oddly, this 
occasionally puts him into conflict with the Vedic deity Siva. 
Though the Indian god is a power of destruction, he doesn’t 
cause ruin tor the pure joy of It, as Talus docs. 

See, Tains is like a spoiled child, roused to devastating 
anger by the smallest slights, and he can carry a grudge for 
centuries. M's a good thing his rages are limited by Fjertinian 
deities like C ha tin ten. Lath and ex. Mystra, arid Sune. 

Tiic Destroyer's realm is located on a hillock in 
the midst of Pandemonium. Winds 
howl around large, craggy 
twin Lowers r huI ToI ing u way 

those who’d disturb the Jf 

power. The gales grow ever stronger 
the closer a Imdy gels to the towers' shared en¬ 
trance, until they're practically hurricane force, 

Tfmpus 

Greater Power, "Foehumwer" 

War, warriors 

AI CN WAL: Any 

"i Silver sword on a blood-red field 
! • i M . LimboyKnight’s Rest 

Little is known of Tempus’s abilities, or persona] life; it's said 
that be lives only for excess, whether in battle, food, or drink, 
lie's n favorite power of warriors, nn matter their alignment, 
and rim has made him mighty in the land. Si ill. Tempos has 
no real allies among the rest of (he pantheon, for They fear 
lie'll turn on them as rapidly as the shifting tides of battle. 

It's more correct to say (hat he favors all sides in war 
equally, because Tempus is an honorable power. He hates to 
betray u confidence, and he carves his own path Through The 
world, letting no others stand in his way. 

His realm. Knight’s Rest, is anything but restful. It's like 
Asgard, hut more so - and that should tell a berk all he 
needs tu know. Battles in ihe realm rage endlessly, and a sod 
who gets killed in combat lies on [he ground for a short time 
while he heals, Then rises to light on ihe side of the basher 
who slew him, Only cowards die forever. 
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APPENDIX I: THE P®WERS BY PAN + HE©N 


No we Slants 

Ancient Powers 

U % l.lri J. k. ■ . t 

Portfolio 

AL 

WAl 

Pitti ii'/I a \ '(■ r/Rca int Name 

Mi iia . 

Anshar 

Lts^r 

Darkness, night 

cc 

CE. WE 

Parkdernomurn/Pandcsmos/City of Eternal 
Darkness 

Ann 

Greater 

Sky 

LN 

Any 

Meehan us/An us Way 

Druaga 

Lesser 

Baatezu summoning 

LE 

LE 

Baatur/Dis/Rclreal of ihe Fallen 

Qlrru 

Lesser 

Fire 

LG 

LG, NG 

Moun t Cel rstia/Mercuria/lJndyi n g F1 ante 

Ishtar 

Greater 

Love, war 

N 

Any 

Elysium/Amorla/Ciiy of the Slur 

M :j rtiu k 

Greater 

Cities, weather 

LN 

LN 

A rea di a / Abel 1 ioj 1 M ardu k 

Nerga! 

Lesser 

Underworld, dead 

WE 

Any evil 

Gray Waste/Osnos/Nergalins 

Ram man 

Lesser 

Storms, thunder 

N 

Any neuiral 

Outlands/the Storm Cloud 


S M KI 


En hi 

3manna 

Ki 

Nanna-SEn. 

Nin-Hun>ug 

Urn 

Greater 

Greater 

Greater 

lesser 

Lesser 

Greater 

Air, war 

War, love 

Walu re 

The moon 

Earth 

The sun 

NG 

LE 

N 

CG 

N 

CG 

Any good 
Warriors, lovers 

N 

CG 

N 

CG 

Elys turn/Eronia/G rent Moun tain of the East 

B a al or/ Phi egethns/Jea 1 ou s 13 ea rt 

Elyslum/Eronin/Great Mountain oTthe East 
Elysiu til /E ro n i a / wanders 
Elysium/Eromo/Great Mountain of the East 

A rborea/Qlym pus/th c Absorbing Light 

Celtic 

Arawn 

Intermediate 

Lid 1 , death 

NE 

Any evil 

0 ray Waste/N i dh elm /A n n w n 

Belenus 

Intermediate 

Sun, light, heat 

NG 

Any good 

Elysium/Thaiasin/Isles of the BLcsscd 

Brigarttia 

Intermediate 

Rivers, livestock 

NG 

Any neutral 

E lys i u m/Thalas I a /Is 1 es o f the fl lessed 

Daghdha 

Drearer 

Weather, crops 

CG 

Any good 

Gull an ds/Tir na Gg (Mag Mull) 

Dianwclu 

Intermediate 

Medicine, healing 

LG 

Any good 

Gutlands/Tir na f)g (wanders) 

Dunam 

Lesser 

Mountains, peaks 

N 

N 

Gutlands/Tir na Gg (the Pinnacle} 

Goibhniu 

intermediate 

Sniithing, healing 

NG 

Any neutral 

Outluntls/Tir na Gg (the Great Smithy) 

Lufih 

Intermediate 

Arts, crafts, cravel, 

CN 

Any neutral 

OutlandsfTir na Gg (wanders) 

Marian nan mac Lir 

Intermediate 

commerce, horses, war 
Oceans, sea creatures 

LN 

Any neuiral 

Gutlands/Tir fo Thu inn 

Math Mathanwy 

Intermediate 

Magic 

NE 

Any neutral 

Grheima/Khalati/Corriegruve 

Morrigan 

Intermediate 

Bailie, war 

CE 

Any evil 

Oulhinds/Tir na Og (the Bloody Field] 

Nuarta 

Greater 

War, warriors 

N 

Warriors 

Gutlands/Tir ua tig (Mag TuiregdliJ 

Qghma 1 

Intermediate 

Speech, writing 

NG 

Any good 

Oudauds/Tir na Og (House of Knowledge) 

Stlvanus? 

Greater 

Nature, forests, druids 

N 

Forest dwellers 

Oullands/Tir na Gg (Sum m croak) 


ALso ei Farmnian (KoKinsiThN Kkai.ms) deity. 


Dwarvish 

Ab bath nr 

Interned iate 

Greed 

NE 

Any evil 

Gray Wusre/Ginos/tbc Glitterhell 

Berronar 

Truesilver 

Intermediate 

Safety, truth, home, 
healing 

LG 

LG 

M Q unr Cel esria /So] a n i a /brack i nor 

Clangeddin 

Intermediate 

Battle 

LG 

LG 

A read ta / A bel 1 id /Mou n t Clan gedd in 

Sil verbea rd 

Dogma re n 
Brightmanile 

Lesser 

Scholarship, invention, 
discovery 

CG 

NG, CG 

Outlands/Dwarvish Mountain (Soot Halil 

Domathoin 

intermediate 

Mining, exploration 

N 

Any 

Oullands/Dwarvjvh Mountain (Deepshaft 
Hall) 

Mn ratlin 

Greater 

Creation, smithing 

LG 

LG 

M ounl C c Ics l i a /Sola n i a/E rack i nor 

Muamman Duaihal 

Lesser 

Wanderers, expatriates 

NG 

Any N or G 

Ysga rrt/N idavei | \ r/N i davd l i r (wa nders 1 

Vergadain 

Intermediate 

Wealth, luck, thieves 

N 

Ary 

{Jutland s/Dwarvish Mountain (Strongak 
Mall) 


11 *i - i 


Ltiduguer 

Intermediate 

Crafts, magic, protection LE 

LE, I N 

Al’ hero ti /TTi u 1 da ri in /1 la m rnergri m 

Dmkd 

Diinkarazan 

Di Irinka 

Dem ip rawer 
Intermediate 

Vengeance CE 

Cruelty, magic, CE 

N/A 

CE 

Abyss/586/Prison of the Mad God 

1 3 a rule mo n iu m /Ph le get hon /1 Li rldcn Bet ra ya] 


knowledge 1 


172 ♦ 











Name 

Stilt It", 

Pan folia 

AL 

WAL 

Phi i) e/Lfi) tr/Rcii tw No m i ■ 

Egyptian 

Anhur 

Lesser 

War 

CG 

Any good 

Ysgard / Y sga rd/Netup h 

Anubis 

Unknown 

Dead gods 

LG 

Any 

Astral/wanders 

Apshai 

Demipower 

Insects 

N 

Farmers 

Outlaods/The Hive 

Bast 

Lesser 

Cats, pleasure 

CG 

Any chaotic 

Y sga rd/Y sgard /Merra let 

Des 

Lesser 

Luck 

N 

Any 

Ouilands/wanders 

Gch 

Intermediate 

The earth 

NG 

Any 

Elemental Earth/Cavems Under the Stars 

1 111 I1IS 

Lesser 

Sun, revenge, War. sky 

CG 

Any good 

A rea di a/Buxcnus/Hcl iopa lis 

Isis 

Intermediate 

Marriage, magic, 

LG 

Any good 

A readi a /Buxcn us/} lei in po 1 is 

Nephythys 


motherhood 



□ nd Elysium (A INOri a /Qu let ud e 

Intermediate 1 

Wealth, the dead 

CG 

Any good 

A rborca/Pel i un / Am u n -1 hy s 

Nut 

Intermediate 

Sky. couples 
forbidden to marry 

NCi 

Any 

Elysium/Bel lenti/Refuge of Night 

Osiris 

Intermediate 

Vegetation, the dead 

LG 

Any good 

A read ia/ Bus enus/Hel i op ol Is 

Ptah 

lesser 

Artists, craftsmen, 
travelers 

LN 

Any 

Ethereal/wanders 

R EL 

Greater 

Sun, kings 

LN 

Any lawful 

A read iu/ B u itenus/ 1 l ei iopol i s 

Seker 

Lesser 

Light 

NG 

Light-lovers 

riysium/Amuria and Thalasia/Ko Stau 

Set 

Intermediate 

Evil, drought, 
desert storms 

LE 

Any evil 

Baaior/Sty gla/An kh w ugalu 

Shu 

Intermediate 

Winds, atmosphere 

LG 

Any good 

Elemental Air/Desert Wind 

ie Him 

In termed ialc 

Storms, rain, 
running water 

NG 

Any 

By topi a/Shurrack/W in d w ruth 

1 both 

Lesser 

Knowledge 

N 

Any 

Outlanda/Thoth's Estate 

Elvish 

Aerdrie Faenya 

Intermediate 

Air. weather, avians. 

CG 

CG, CN, NG, N 

A rborea /Qly m pus/A rva n do r 

Co rel In ei Urethian 





□ net Ysgartl/Ysgard/Allheim 

Greater 

Magic, music, arts, war 

CG 

Any M or G 

A rborca /Oly m pus/A rva ndo r 

Deep Sashelus 

Intermediate 

Creadon, knowledge, 
beauty, magic, sea elves 

CG 

NG, CG, CN 

Arborea/Olympus and Qssa/Elavandor 

Erevan llesere 

Intermediate 

Mischief, change 

CN 

CN 

Arbo rea/Q 1 y rn pus/Arvand or 

Fenmarel Mcstarinc 

Lesser 

Feral elves, scapegoats 

CM 

Any N or G 

Limbo/Fenmimar 

Han a Li Cclanil 

Intermediate 

Love, beauty 

GG 

Any N ur G 

Arho rea/Gly mpus/Arvati dor 

Label as Enoreth 

Intermediate 

Time, longevity 

CG 

Any N or Ci 

Arbo rea/Gly rnpus/ Arvan dor 

Sehauine Moon bow 

So In tin r 

intermediate 

Mysticism, dreams, 
death, journeys 

CG 

Any N or G 

Arb orea/G ly mp us/Arvan tlor 

in ter mediate 

Archery, hunting 

CG 

Any N or G 

A rllOreii/Oly mp us/Arva n do r 

Theiandira 





Dr aw 

Eilistraee 

Lesser 

Song, dance, 
swordwurk. hunting 

CG 

Any good 

Ysgard/ N Ida vei llr/5 va rial fhei m 

Kinninsulcc 

Demipower 

Undead, vengeance 

t 1 

CE [drawl 

Abyss/1Ll/Thanatos 

Lolth 

intermediate 

Spiders, evil, darkness 

CE 

CE (draw} 

Abyss/66/Lolth's Web (the JJemonweh Fits) 

Vhaeraun 

Lesser 

Thievery, lerritury 

NE 

NE 

Ca rccri/C nl nth ys/E 11 an jar h 

Zinzerena 

Demipower 

Chaos, assassins 

CE 

M/A 

Prime Material [Torill 

Finnish 

Atrto 

Greater 

Seas, waters 

NG 

NG 

Elemental Water/Curlittg Wave 

IHiisi 

Greater 

Evil 

CE 

CE 

Prime Materia] (the Nether Lands} 

E l malar 

Lesser 

Mothers 

LG 

Any lawful 

Prime Material (wanders) 

Loviaiar 

□emipower 

Pain, torture 

LE 

Any evil 

t jej- i e n rta/Mu n go t h/Ond t land 

Mielikki 1 

Lesser 

Nature, forests 

NG 

Any good 

Beast la nds/Krigala/G rove of the Unicorns 

Surma 

Demi power 

Death 

NF 

Any evil 

Ca reeri /Qrh rys/wa rulers 

Tuonetar 

Greater 

The underworld 

CE 

CE 

Par i dem on iu m/ P a ndes mos/ Luo nela 

Tuoni 

Greater 

The underworld CKfE] 

Any chaotic 

Pun dem on i u m/ P a nd es mos/Tuo nela 

Ukko 

Greater 

Sky, air, weather 

LG 

Any good 

Byrop ia/ 5h U mock/u tik n own 

Untaitui 

Lesser 

Sleep, dreams 

N 

N 

Outlunds/the Sleeping Lands 


' Also a Faeriliuan [rriftcjorrai Reaims) deity. 
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Name 

Status 

Portfolio 

AL 

WAL 

PIu nefl.ii) 'tr/Rrn Im Na me 

Gnomish 

Baervan 

Intermediate 

Forests, travel, 

NG 

Any Nl or G 

Bytopiu/Dolhiun/Gulden Hills (Whisperieafl 

Wild wanderer 


nature 




Eiaravar 

Lesser 

Illusions, deception, 

NG 

Any N or G 

By topia/Duthion/G olden 11 ills | Hidden Knoll | 

□uhkshadiow 


protection 




Flandal Steelskin 

Intermediate 

Mining, fitness, 

NG 

Any N or G 

Bytopia/Dnthinn/Gtildcn Hills (Mithral 






Furgcl 



smithing 




Gaerdal Iron hand 

Lesser 

Vigil a nee, combat, 
protection 

LG 

LG, LN 

fly i op i a /Dot b in n/ti o 1 den Hills (Stron gJi a ven I 

Lj lit] Glittergold 

Greater 

Protection, humor, 
trickery, smlifting 

LG 

Any Nl or ti 

fly ti >p i a /Doth io n/ G o 1 det i H i 1 Is (G 1 i E terho me) 

Ncbdutt 

Lesser 

Inventions, good luck 

CG 

CG, NG 

By top i a/Da tbion/G olden Hills (Workshop) 






a m 1 Art in rea/0 ly m pu s/ £ 3 |y m pus 

Segojan 

Intermediate 

Earth, nature 

NG 

Any N or G 

By top i a /Doth io n/G ol den H il 1 s 

Earthcalkr 





(Gemstone Burrow) 

Urdlen 

Intermediate 

Greed, blood lusr 

CE 

Any evil 

Atlyss/ J99/Won ri R ea l m 

SVIKhNlHit [Ot-KK 1 

Calls rduran 

■aiurs] 

Intermediate 

Protection, earth. 

N 

N, NG 

By top i a /DoL b i on/Dccphu me 

Smooth ha rids 


mining 




Greek 

Aphrodite 

Intermediate 

Love, beauty 

CG 

Any 

Arbu rea/01 y m pu s/ 0 ly m pus 

Apollo 

Intermediate 

Light, prophecy, 
music, healing 

CG 

Any good 

Arho rea/C) ly mpu s/ Olympus 

Ares 

Intermediate 

War. killing, strife 

CF 

Any evil 

Ar ba rea/D ly m pus/ 0 ly m pus 

Artemis 

Intermediate 

Hunting, wild Leasts, 
childbirth 

NG 

Any N or G 

A rhu rea/ 0 ty m pu s/01 y m pu s 

Athena 

Intermediate 

Wisdom, crafts, war 

LG 

Arty good 

Arbo rea/01 y m pu s/ 0 ly m pu s 

Demct.tr 

Intermediate 

Agriculture 

NG 

Any N or G 

Arbu rea/0 ly mpus/01 y rn pus 

Dionysus 

Intermediate 

Mirth, TTtcuJriess 

CM 

Any 

Arbu rea/ D ly m pu s/ 0 ly m pus 

Furies, the 

Lesser 

Justice 

N 

N/A 

Gray Waste/Pluton/thc Underworld 

Hades 

Greater 

Death, wealth 

LM(E) 

Any 

Gray Waste/PliiLon/thc Underworld 

Hecate 

Intermediate 

Magic, muon, 

CF 

Any Images} 

Baal o r/.VI i nau ros / Aea ea 



abundance 



and Gray Wasre/Plutem/Aeaea 

Hephaestus 

In termed late 

Smithing, crafts 

NG 

Any 

Arbu rea/ 0 ly mpus/0 ly tn pu s 

Hern 

Greater 

Marriage, intrigue 

CM 

Any 

Arbo rea/ 0 lym pu s/ G lym pus 

Hermes 

Intermediate 

Travel, trade, thievery, 
gambling, running 

CG 

Any N or G 

Art jo rea/ 0 ly tn pus/ 01 y m pu r 

Nike 

Lesser 

Victory 

LN 

LN 

Arbu rea/ 0 ly tn pus/ 0 i y m pus 

Pan 

Lesser 

Nature, passion 

CN 

CN 

Arbo rea/D1 y mpu s/G ly mpu s 

Poseidon 

Greater 

Water, earthquakes, 
creation 

CN 

Any 

Arbu rea/Ossa/C a 1 et to 

Tyche 1 

Lesser 

Good fortune 

N 

N 

Art jq rca/G 1 v m pus / 0 ly m pus 

7r us 

Greater 

Heavens, law, 
leadership 

N 

Any 

Art) o rea/ 0 ly mpus/ti ty m pus 

1 In faemnian 

IFotmuriHN Ki.ai us] 

mythology, lyche manifests as two goddesses: Tymora and flesh a ha. 

NuiAitu Thaws 
Cronus' 

Greater 

Sinister ambition 

LE 

Any evil 

C a tec r i/Ot h rys / Mo unt t7th rys 

Gaea 

Greater 

Fertility, health, 
prophecy, earth 

N 

Any 

Prime Material 

Rhea 

Greater 

Fertility, life 

NG 

Any 

Arbu rea/ 01 y tn pus/ 01 y rn pus 

Uranus 

Greater 

Sky 

Cfi 

Any N or F 

Unknown (possibly deceased 1 


' Cronus's fellow TLtans - Coens, drills, Hyperion, Impetus, Mnemosyne, Oeeanus, Phebe, Fethys, Then, and Themis - are also 
imprisoned on Mount Qtbrys on Careen, Each I itan maintains dominion over his or her own sphere of influence, hut true 
woishtpers of the Titans are rare. 
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Name 

Status 

Porifoliti 

AL 

WAL 

I*la n e /Layvr/Rcat hi Name 

Halfllng 

Arvureen 

Intermediate 

Protection, war, 
vigilance 

LG 

Any N or G 

Mount Cdestia/Veriya/Ureen Fields 

Brand uharis 

Lesser 

Stealth, thievery, 
adventuring 

N 

Arty 

Wander* 

Cyrralblcc 

Intermediate 

Friendship, trust, home 

m 

Any good or LN 

Mount Cdestia/Voriya/Grmi Fields 

Sheela Peryroyl 

Intermediate 

Nature., agriculture, 
weather 

N 

Any N or G 

Ou11 ands / Floweri ng Hi 13 

Urogalan 

Demipower 

Earth., death 

JSIILN] 

Any 

1 • Eys-lu m/F re i n i a /So idea rt h 

Yondalla 

Greater 

Protection, fertility 

LG 

Any N or G 

MounL Cclcstia/Vcnya/Grcen Fields 


Monstrous Powers 

Hi Mini h ws 


Great Mother 

Greater 

Magic, fenilily, tyranny 

CF. 

CE 

Abyss/n/Rciilm of a Million Eyes 

Gzemnid 

lesser 

Gases, deception 

CE 

CE 

Gu11ands/Gzemnid's Kra 1 m 

Bi'tilth s 

Gran kind 

Lesser 

Hunting, senses 

CE 

CE 

Ah-yss/24 l/Patpitatia 

Hruggek 

intermediate 

Violence, combat 

CE 

CE 

P a r.u 1 cmi m i u i n/C ucy 1 u s/H ruggek o 1 o hk 

^.kiggaret 

Deni Spower 

Fear 

CE 

N/A 

Abyss/241/Pulp Italia 

Pkaguns 

Aastcrinian 

Lesser 

Invention, pleasure 

CN 

CN, CG 

Y sga rdj 1 Nidii vel 1 i r/B russberg 

Ha ha mol 

Lesser 

Good dragons, wisdom 

LG 

Good dragons 

Mount CeJestia/Meicuria/Bahaniut's Palace 

Chnoncpsis 

intermediate 

Fate, death, judgment 

N 

N/A 

Quilandi/Mausukumt of Chronepsis 

Faluzure 

Lesser 

Undead, decay 

NE 

All evil 

Carccri/Minethys/Mausoleuin of Pain 

■o 

Greater 

Creation 

N, ail 

N/A 

Unknown 

Tianial 

Lesser 

Evil dragons 

U 

Evil dragons 

B a a to f/Aver n us/Tia rna [ 's 1 ,&i r 

1 MKli/ivi.v a.\ Go:u. 






Caolmhln 

Pemlpower 

Food, friendship 

N 

N 

Scelic Court [wandcis) 

(killmoulLs) 

Dumb 

Lesser 

Song, dance 

t'N 

CN 

Sedie Court (wandem] 

(satyr, korred) 
Eachthighern 

Lesser 

Healing, loyalty, 

CG 

CG 

Seelie Court (wanders) 

(unicorn, pegasi) 


protection 




Emmantiensien 

Intermediate 

Trees, magic 

CG 

CG 

Sedie Court (wander,) 

(treant) 

Fionnghuala 

Demipower 

Communication, 

NG 

Any good 

Sedie Court (wanders) 

(swan may) 


sorority 




Niithciir Sgiathach 

Intermediate 

Mischief 

CG 

NG, CN, CG 

Sedie Court 1 wanders) 

[pseudodragon, faerie dragon] 





Oheron 

Lesser 

Nature, animals 

NU 

Any N or G 

Sedie Court (wanders) 

Queen of Air 

Intermediate 

Magic, darkness. 

CE 

Any evil 

Pa rn 1 erum i ium/Phtegeth on/U used ie Com rt 

and Darkness [evil faeries) 

murder 




Skerrit (centaur) 

Lesser 

Community, balance 

N 

N 

Beasl 1 ands/Krigala/SkerriL's GIside 

Stjtielaiehe 

Demipower 

Trickery, illusion 

CN 

N 

Seclie Court (wanders) 

1 leprechaun) 

Titan ia (faeries) 

Greater 

Friendship, magic 

CG 

Any N or C 

Seelte Court [wanders) 

Verenesl ra 

Laser 

Charm, beauty 

N 

N 

Sedie Court [wanders) 

(dryad, nymph, sylphj 






tii ms 


A mi am 

Greater 

Magic, knowledge, 
Fertility 

N 

N. NG, LN 

Out lands/the Hidden Realm 

Pianeastra 

Demi power 

Trickery, pleasure 

CG 

CG, NG, N, CN 

Wanders 

Grolantor 

Intermediate 

Hunting, combat 

CF 

CF 

Ca rceri/Ca 11 1 rys/the S tea ding 

Hiatea 

Grenier 

Nature, agriculture, 
hunting, children 

N 

N, NG, CG 

E1 ysiu m/Ero n i u / Wood li a vein 

la J bills 

Lesser 

Love, mercy, beauty 

NG 

A it v N or G 

A rbureu / 0 ly m pus/F 1 oml! im m 

Karonior 

Lesser 

Hatred, beasts, 
deformity 

NE 

NE 

CarccrijiMinetliys/the Kack of Injustice 

Kostchtchic 

Deruipower 

Slrengrh, violence 

CF. 

CF 

Al>ysi/2i/the Iron Wastes 
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No toe 

Status 

Portfolio 

Al. 

WAL 

/Vflir c/biycrfRealm Net »ic 

Mem nor 

Intermediate 

Pride, mental control 

NI¬ 

NE 

Gel i c u ria/C ha mail a ,'Tb ra oto r 

Stronrnius 

Greaser 

Sun, sky, weather, joy 

NO 

NG, CG 

\i east 1 a nd s/K a rasurh ra ,'S i orm bn 1 d 

Skoraeus 

Stonchones 

Intermediate 

Stone giants 

N 

N 

Wanders 


Ill III I J 


Elargrivyek 

Lesser 

Cooperation, terra lory 

LE 

LE 

Baator/Avernus/the Peaceahle Lands 

Khurgorhaeyag 

Lesser 

Slavery, oppression 

Lb 

LE 

Ache rnn/Avalas/CI a rigor 

Maghibiyct 

Greater 

War, rulers!tip 

IF 

LE 

Ach e ro ti/ A v al as/Cl a n go r 

Nomog Geaya 

Lesser 

War, authority 

LE 

LE 

Ache run/Av al a s/tl a n go r 

(hobgoblin) 






Ghm.inuki |M;suxi vstui s| 





Kuraulyck furdsl 

Dent ipower 

Urds 

NE 

ME 

Gray Waste/ 0 in os/Urds rest 

Meriadnr 

Intermediate 

Patience, arts. 

LN 

Any N or G 

Arcadia/Buxeniis/llie Hand of Peace 

(mongrel men, good goblinoids] 

crafts, tolerance 




Stalker 

Demi power 

Hare. death, cold 

NE 

N/A 

Wanders 

1 li r.iANdm (Misn-i \ 

Nl >11 s| 





Baphnmpf 

Lesser 

Battle, mlnotaurs 

CE 

CE 

Abyss/tOO/the Endless Maze 

(minotaur) 
Gurcllik (gnollj 

Demipawtr 

Hunting, hyenas 

cb 

CE 

Wanders 

Vaprak (ogre) 

Lesser 

Com hat, g reed 

CE 

CE 

Abyss/5 2 4/5 liiUterst one 

Yeennghu 1 

Lesser 

Glands, grtulls. 

CE 

CE 

Abyss/4 1 2/the keeping Woods 

[gnolJ, ghoul) 


paralysis 




l 111mins 

1 hens i tie 

Greater 

Mental dominion, 
magic 

LE 

IE 

Dull a nil s/ll nr Caverns of Thought 

Maanzecarian 

Intermediate 

Knowledge 

LI 

LE 

G ehen n a/C ha in a da/ Rict us 

ki ifld os 

Gaknulak 

Demi power 

Protection, traps, 
stealth, trickery 

LE 

LE, NE 

G eheta na/ Khalas/ Ak n in li ra k 

KiiTttilmak 

Intermediate 

War, mining 

LE 

Lb 

Bg ator/Avem us/Prau kar i 

1 ■ N]Hfln| , hS/SO-\! , l 

Bala dor {wefebeaf) 

fUAMit.KN 

Lesser 

Protection, fraternity 

CG 

CG 

li east! a nds/li m x/l J rs is 

Daragor 

Lesser 

Beasts, pain, hloodlust 

CE 

rr 

Wanders 

(werewolves, seawolvesj 





Eshebala 

Lesser 

Vanity, charm. 

CE 

CE 

Abyss/193/Vulgarea 

(faxwomen) 


cunning, greed 




Fcrrix 

Lesser 

Play, curiosity. 

N 

N 

JieasTla nds/R ru x/w a n tiers 

(wereligers) 


hunting 




Sriuerrik Iwererats} 

Lesser 

Thievery, concealment 

LL 

LE 

Gchcn na/Kha las/C heis i n 


Naoa 


Parra Ikirc 

Shekinester 

Demi power 
Great c r 

Guardianship 
Destruction, knowledge, 
creation maintenance 

CN 

N 

N/A 

N. CE, LG 

Careen/M i n ft hys/T ri ckster's Peltgh e 

Out lands/the Court of Light 

\1iv. nr whims Monsis 

Cegilune lliags) 

m s Ptixvi ns 

Lesser 

Larvae, the moon 

NE 

NE 

G rciy Wasl e/Plul o n/ H a gsen 1 1 

Elder Elemental God 

Greater 

Elements, magic 

Nb 

Any evil 

Hidden demsplane 

(any, the insane) 

Juiblex' 

Lesser 

Unknown 

CE 

CE 

Abyss/ 2 22 /Shed a k lah 

(arty, some aboleth} 

Kanchehis 

Intermediate 

Blood, magic 

CE 

N/A 

Abyss/487/Lair of illc Beast B Mansion 

(vampire) 

Mel li Hour (Itch) 

Lesser 

Mchdnm, magic 

NE 

N/A 

of the Rake 

Gehenna/Murigoth/DeaEft's Embrace 

Psitofyr (mycontd) 

Intermediate 

Community, healing 

LN 

LN 

Mcc barm s/My ccl i a 
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jY time 

Status 

Port fut fa 

AL 

WAL 

Pin m r /Lit) vr/R ca lit r Na me 

Out 

Hahgrra 

Intermediate 

Strength, combat 

LE 

LE 

Acheron/Aval as/Nlshrek 

CiruLimbh 

Greater 

War, territory 

LE 

LE 

Acheron/Aval a s/N ishrek 

lineval 

Intermediate 

Warfare 

LG 

L.E 

Acheron /Aval asj[N ishrek 

Lurhic 

Lesser 

Fertility, medicine, 
servitude 

LE 

LE 

Acheron / Aval a u/ Nishrek 

Shargaas 

Intermediate 

Ltarkncss, thieves 

ME 

Any evil 

GehennafKrangadi/the Night Below 

Yurtrus 

Intermediate 

Death, disease 

NE 

Any evil 

Gray Waste/Gbios/Flrchslough 

Ni ■■ ii v, m i AMfnim 

•HN Gi i()S 





Laogzed 

Demi power 

Eating 

CE 

CE 

Abyss/18]/Rolling Plain 

(troglodytes) 

Merrshauik 

Intermediate 

Poison, somnolence 

CE 

CE 

Abyss/74/Smaragd 

[yuan-ti) 

Ramenns 

Lesser 

Somnolence, decay 

CE 

CE 

Abyss/7 4/Smaragtl 

[bully wug) 
Semuanya 

Lesser 

Survival, propagation 

N 

N 

□utlands/Semuanya s fiog 

(lizard men] 





Ses&'innek 1 

Demi power 

Dominion 

CE 

N, CE 

Abyss/7/P bantam Plane 

(lizard kings] 






Si v Cions 

BHbdoulpoQlp 

Intermediate 

Dark, insanity. 

NE 

NE, CE 

Elemental Water/the Murky Depths 

(kuo-roa) 


revenge 




rifmogorgon 1 

Lesser 

Energy drain. 

CE 

CE 

Abyss/fla/the Gaping Maw 

llxitxachit!) 


do min a lion 



Eadro 

intermediate 

Locathah, mermen 

N 

N 

Ii 1 ernerltal Wa.ter /Shell u ria 

(local hah, mermen) 
Panr-tiriel 

In termed iate 

Murder, confusion, 

NE 

Any evil 

Gray Waste/N i fl h e i m /Rezuriel 

[evil sea creatures) 


sub version 




Fersana 

Intermediate 

Tritons, architecture 

N 

N 

El e men i a 1 Water/ She! 1 urta 

[trkon) 

Sckolah 

Intermedia He 

Hunting, tyranny 

LE 

IE 

B Luilor/S ty gia/Shey ntus hk 

[sahuaginj 





Surminarr 

Lesser 

Beauty, peace 

MG 

NG 

Elysium/Tiia 1 asia/Sclkics' Grotto 

(selkies) 

Trishna 

Lesser 

Love, play, children. 

LG 

Any good 

Wanders j Elysium and Mount Celestial 

(dolphins, sea elves) 


fidelity 


Water Lion 

Lesser 

Unknown 

N 

N/A 

Wanders 

S*. , i Gnus 

Jazlriati (cuuatli 

Greater 

Community, peace, 

LG 

LG 

Mo li n i Celest i a/Sol a nia/U ro ho ros. 



learning, parenthood 



the Gates of Wisdom 

koriel (ki-rin) 

Intermediate 

Learning, protection, 
vigilance against evil 

LG 

LG 

Wanders 

Onurlinn (kenku) 

Lesser 

Trickery, thievery 

N 

N 

Beast! a nds/Kdgal a/Fi Ich nest 

Etemrtis (eagle) 

Lesser 

Sky, service, eagles 

N 

N 

H eastla n rls/K r igal a /Gold enroost 

Still song 

Unknown 

Unknown 

NG 

N/A 

W a nders 

SyranLta 

Intermediate 

Prolcction, 

NG 

NG 

Arh orea/Olymp us/W b i srledgf 

(aarakocra) 


watchfulness 





1 An Abyssal lord who's gained enough worshipers to become h power 
■ An Abyssal lord who's gained some worshipers, but not enough to become a true power, 










Name 

Status 

Portfolio 

AL 

WAL 

Pliitic/Liiycr/Rca hn Nutttc 

Norse 

Aegir 

Jn termed iale 

Sea 

CE 

Any 

Ysgard / Y sga rd/Asga rd 

Baldur 

Intermedia re 

Beauty, charisma 

NC] 

Any N or G 

Ysgstrd /Y sga rd/Asgard 

Hragi 

Intermediate 

Poetry, musk 

mg 

Any 

Elys i u m/ Fro nja/H arpHeart li 

FoiSCl 1 

Intermediate 

Justice 

LG 

Any good 

and Ysgard/Ysga rd/A^gard 

Ysgard/Y sgard/Asgard 

Frey 

Intermediate 

Sunshine, rain, 

MG 

Any N or G 

Ysga rd /Y sga rd/V a na hei m 

F rey a 

Intermediate 

fertility, horses 

Love,, passion, 

CN 

Any 

and Ysgard/Ysgard/A 1 fheirrt 

Y sga rd /Ysgard/Va na hei m 

Frigga 

Intermediate 

human fertility 

Sky, domestic life, 

LN 

Any lawful 

a nd Ysga rd/Ysgard / A sga rd 

Ysga rd/'Ysgard / A sga rd 

Heimdall 

Intermediate 

marriage 

Light, guardianship 

LN 

LN 

Ysga rd/Ysgard / Asga rd 

Met 

Intermediate 

Death, disease 

ME 

Any 

G ray W asle/N ifl hei m/N i tl he i in 

Idun 

Intermediate 

Youth, spring 

CG 

Any good 

Ysga rd/ Ysga rd / Asga rd 

Loki 

Intermediate 

Mischief, strife 

CE 

Any nun lawful 

and Elysium/Eron ia/1 i a r].iHearl h 
Pandemo n ium/Pa n desm ds/ W inlets H n 13 

Magtii 

Lesser 

Strength 

CG 

CG 

aiid Ysga rdl/Ysga rd / Asga rd 

Ysga rd/ Ysgu rd / Asga rd 


Lesser 

Courage, berserk rage 

CG 

CG 

Ysga rd/ Ysga rd/ Asga rd 

Norns, the 

Unknown 

Fate 

N 

Any 

Out lands/ the Well of Urd 

Odin 

Greater 

War, wisdom. 

CG 

Any 

Ysganl/Ysgard/Asgard 

Sif 

Intermediate 

poetry, knowledge 
Excellence, skill 

CG 

Atiy good 

Ysgard/Ysga rd/ Asga rd 

Surtr 

Lesser 

Fire giants 

LE 

Any evil 

Y sgard/ M uspe 1 hei rn / Mu spelhc i m 

Tbor 

Intermediate 

Thunder, weather, 

CG 

Any good 

Y sgard/Ysga rd/ Asga rr( 

Thrym 

Lesser 

sky.crops 

Cold, ice 

CE 

Any evil 

Ysgard/ Ysga rd/J otu n lie i m 

Tyf 

In termed late 

Courage, law, 

LG 

LG 

Y sgard/ 1 Ysga rd/ Asga rtl 

Uller 

Lesser 

swordsmanship 
Burning, archery. 

CM 

CN 

and Mount CcIcslta/Lunia/rhe Court 
Y sga rdf Y sga rd/V ana he j m 

Valkyries, the 

Pemipnwers 

winter 

Fallen heroes 

CM 

Anv 

Ysga rd/Ysgard/Asgard 

Vldar 

lesser 

Strength, silence 

CG 

CG 7 

Ysga rd / Y sgard/Asga rd 


1 Also m Faertmian (Forgotten Realms) duly. 


Reclusive Powers 

i uni .1 


Chih-Mii 

In termed ialc 

Weaving, love 

CG 

Any 

Arborea/oiyrnpus/iLaom of the Celestial 
River 

Mount Oekslla/Solanla/lhc Ministry of 
Virtue 

Chung Kucl 

Intermediate 

Truth, testing 

LG 

Any N or 1} 

Fu Hsing 

Intermediate 

Happiness, joy 

CG 

Any 

El he real/the Land of the Immortals 

K l ung Fu-tzu 

Lesser 

Vt'IUTiOidll ol ifr, p.-iM, 

social behavior 

LG 

Aliy good 

Ethereal/the Land of the Immortals 

Kuan Yin 

Intermediate 

Chiidbirth, mercy 

LG 

Any good 

Mount Lekstia/Solanla/the Lotus Garden 

Kuan-ti 

Intermediate 

Di plom a cy, p rot eel u m, 
fortune-telling 

MG 

Any good 

fly siu m / A rnori a/Vald rhom e 

LaoTfcu 

Lesser 

Mystical insight, 

nature 

LM 

Any lawful 

Ethereal/the Land of the immortals 

Lei Kung 

Intermediate 

Thunder, vengeance 

LE 

Any 

A chcro n/A va las/ftesoun ding 1 hun tier 

Liu 

Intermediate 

Crops, food 

N 

Any 

Elyslum/Eronia/Great Mother's Garden 

Lu HsLng 

Intermediate 

Bureaucracy, Just 
rewards 

LM 

Any 

Arcadia/ Ahellio/lhe Ministry of Rewards 

Shaiiig-ti 

Greater 

Creation, social order 

LG 

Any lawful 

Mechanus/the Jade Palace 

Shnu Using 

1 nter mediate 

Long life 

CM 

Any 

Ysgard/Ysgard/thc Orchard of Immortality 

Sung Chiang 

Intermediate 

Thievery 

Nb 

Any 

Uehenna/Khalas/lhe Teardrop Palace 

Yen-Wang Yeh 

Intermediate 

Death 

LN 

Any lawful 

Outlands/the Palace of Judgment 
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No tit t k 

Status 

PortfoUu 

Al 

WAl 

Pin it c/t fi\ rr/R vahi r Ntt me 

hlHAV 

A^ni, 

intermediate 

Fire, messages 

CG 

CG 

Limho/Swarga 

Ur4ihiii£m 

Greater 

Everything 

N 

Any 

Unknown 

Brihas|j»t j 

Intermediate 

Wisdom, worship 

LG 

LG 

Mount Celestial Luma/Nectar of Life 

Indra 

Intermediate 

Weather, battle 

CL 

CE 

l.imbo/Mwarga 

Kali 

Intermediate 

Lite, death 

CE 

CE 

Afoyss/6d 3 /Caverns of the Skull 

Kami key a 

Deinipuwer 

War, WEimurs 

CG 

CG 

Ysgard/Ysgard/the Fortunes of War 

Lakshmi 

Lesser 

Fortune 

CG 

CG, lock-seekers 

Mount Celest ia/Me re uria/the Divine Lotus 

Mitra 

Iniermediate 

Friendship, contracts, 
warmth, light, growth 

LG 

LG 

Mou n i Celestia/ M ereuria/Guldfi re 

Puchan 

lr termed tale 

K c lari in ns It i ps r £ ravelers 

NO 

NG 

tiea stl antis/ Bru x/ R esi wea L 

Ratri 

lesser 

Night, darkness 

CN 

Any 

Gray Wasle/Niftheiin/Dark of Night 

Rudni 

intermediate 

Storms, disease 

NE 

NE 

Mechanus/Focus of Energy 

Saviiri 

Intermediate 

Life, light 

NG 

NG 

Ely slum/Amoria/Domaln of the [Jay-Long 






Sun 

Siva 

Greater 

Destruction 

MF 

NE 

Negative Energy/the Vortex 

Soma 

Intermediate 

Mooii, plants, 
prophecy 

CG 

CG 

Ysgand/Ysgard/Galcs ul" the Moon 

Surya 

intermediate 

Morning, evening 

LG 

LG 

Mo u ril Celest in/ Mercu ri a /Go Ed II re 

Tvashtri 

Demi power 

Invention, creation 

CG 

CG 

Dull Linds/ 1 vash iri's Laboratory 

Ushas 

In termed tale 

Light, dawn, locks, 
wakefulness 

LG 

LG 

t lys i li mf E ro ni a / Mo rni raglory 

Varuna 

Intermediate 

Cosmic order 

IN 

I.N 

Meehan us/ the Vigilant Eye 

Vayu 

Lesser 

Wind, life, destruction 

CN 

CN 

Limho/Nwarga 

Vishnu 

Greater 

Mercy, light 

LG 

Any good 

Mount Celestitt/Mcreuria/ihc Divine Lotus 

Yam a 

In termed ialc 

Judgment of the dead 

LN 

LN 

Meeh li it us/ Ya mas ad ena 


Ml'. 


Amaierasu 

Intermediate 

Light, sun 

LG 

Any good 

Mount Celest ia/Mereuria/Kadtani Light 

Ama-'fsu-Mara 

Intermediate 

Srnithi fig, weapons 

N 

Any 

By top La/Du Lhion/the Golden Hills 

Arnatsu-Mikabosbi 

Intermediate 

Evil 

LE 

Any evil 

Acheron/Avalas/the Brilliant Land 

Mach unit n 

Intermediate 

War 

l.N 

Any 

Vsgard/Ysgard /K enyam a 

Ho MhsuIjl 

Intermediate 

Fire 

CN 

Any 

Pa nd e mon in m /Pelti desrri os/Ueh i-bi 

Inari 

Intermediate 

Rice 

NG 

Any 

By to pi a / Do t hion/Prosperi ly 

Izanagl, izanami 

Greater 

Creation 

LN 

Any 

A read i a /A hell to/Ch e try It 1 osso in 

Kishijoten 

Lesser 

Luck 

NG 

Luck-seekers 

Prime Material 

Kura Okami 

Intermediate 

Rain, snow 

CG 

Any 

Beast la nds/K a rasu t hr a / M i sty Val ley 

Nai No Kami 

Intermediate 

Earthquakes 

LN 

Any 

Medianus/the Shaking Land 

O-Kuni-Nushi 

Intermediate 

Medicine, sorcery, Lind 

LG 

Any good 

Y sga rd/ Y sgLL rd / Kenya tna 

O-WELta-Tsu-Mi 

Intermediate 

Sea creatures, tides 

NG 

Any N or G 

Elysium/Thai asia/C it adel of the Sea 

Raider 

Intermediate 

Thunder, fetching 

CE 

Any chaotic 

Ca reeri/0lb rys/Pal a ce o f Thun der 

Shichifukujin 

Lesser gods 

Various happiness 

Varies 

Any 

Mount Celest ia/Lunia/l he Eight Happinesses 

Shina-Tsu-Hiko 

Intermediate 

Winds 

CN 

Any 

Limbo/Windshome 

Susanoo 

Intermediate 

Storms 

CN 

Any chaotic 

Limbo/the Globe of Raging Chaos 

isuki-Yoml 

Intermediate 

Time, moon 

NG 

Any good 

Elysium/Ernnia/Mirrnr of the Moon 

Singlf^iiphe 

re Powers 





(Cerilian powers, BiKHirmaii campaign) 




Avani 

Greater 

Sun, reason, magic 

LN 

Any 

Mechanus/the Gleaming Spire 

Rellnik 

Intermediate 

Battle, feuds, fear 

CE 

Any nonlawful 

Pan demo ri i u rn/ Coey tus/lh c St ri vi ng 

Cuiraecen 

Lesser 

Bailie, storms 

CG 

Any non!awful 

Y sga rd/Ysga rd/Cu i raecen’s Feast hal 1 

Floele 

Lesser 

Night, darkness, 

CNEE] 

Any nun!awful 

Pan dem o n iurnVPa rides rtios/Ci 1 y u 1" F ce rtia 1 



thieves 



Darkness 

Erik 

Greater 

Forests, hunting, nature 

N 

Any neutral 

Outlands/Nalure's Rest 

Haelyn 

Greater 

Noble War, leadership 

LG 

Any 

Mounl Celestia/Mcrcuria/Honor's Glory 

kriesha 

Lesser 

Winter, monsters 

LE 

Any N nr H 

Baator/Stygia/the Steadfast Chill 

Laerme 

Lesser 

Fire, love, art 

CG 

Any N or G 

A rborea f Dly m pu s/5 Ling h heighl 

Nes trie 

Intermediate 

Seas, grief 

NG 

Any 

Elysium/fhalasia/lhe Waves ot Grief 

Kuo mil 

Lesser 

Moon r magic, night 

N 

Any 

Oiitlands/thc Silver l,arids 

Sera 

Intermediate 

Wealth, luck 

CN 

Any 

Gutlands/the Marketplace Elemai 
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Name 

Slatus 

Portfolio 

AL 

WAL 

Pla 11 e/ia\ rr/Rea fin Na mi 1 

(DRAGONLANCE saga) 





Branchala 

Intermediate 

Music, forests, beauty 

NG 

Any N or G 

Ysgard/Ysgard/Soul of Music 

Chemosh 

Intermediate 

Undead 

LE 

Any evil 

Abyss/ 1 42/l.i t'chane 

Chiii lev 

In termed late 

Nature, animals 

N 

Any N or G 

Beast la si ds/K aras uth ra/Z ha n 

Gllean 

Greater 

Knowledge 

N 

Any 

Outlonds/the Hidden Vale 

Habbakuk 

Intermediate 

Animals, seas, creation 

NG 

Any N or G 

Beast! a n ds/Ka rasui h ra fl 1 ta n 

Hiddukcl 

Intermediate 

Greed, betrayal 

CE 

Any evil 

Abyss/3 3 3/Lhi: Broken Scale 

.High God 

Overpower 

Energy, truth, justice. 

N/A 

Any good 

Unknown 



chance 




Kiri-Jolith 

Intermediate 

Battle, courage. 

LG 

LG 

Bytnpia/Shurrock/Heart of Justice 



heroism 




Lit n had 

Intermediate 

Neutral magic, illusion 

N 

Any neutral 

Ethereal/the Lost Citadel of Magic 

Majerc- 

Intermediate 

Thought, faith, control 

MG 

Any good 

E Ey siu an / A mdrta/Co n tempi at ion 

Mlshakal 

Greater 

healing, heauty, life. 

LG 

Any good 

E ly slu m / A mor i a /I (eaters’ 1 In in e 



fertility, knowledge 




Margins 

Intermediate 

Disease, decay 

NE 

Any evil 

Gray Waste/G mas/Fortress of Disease 

Nultciri 

Intermediate 

Black magic 

LE 

Any evil 

Ethereal/the l.osi Citadel of Magic 

Pal ad i no 

Greater 

Order, hope, light. 

LG 

Any good 

Mount GelesCta/Solania/Dome of Creation 



ndership, guardianship 




Fteorx 

Grealer 

Dwarves, smithing 

N 

Any 

Arcadia/Abelllo/Anvil of Creation 

Sargonnas 

Greater 

Vengeance, fire, 

LE 

Any evil 

Gehen n a /Ch a m u du/Pa 1 acre of Deccpt ion 



intrigue, rage 




Shtrtarc 

Intermediate 

Wealth, freedom. 

N 

Any 

Dutlaods/Hie Marketplace Eternal 



Commerce 




Sirrion 

Intermedia re 

Flame, change 

N 

Any 

Limho/the Flame Void 

So In Lari 

Intermediate 

Good magic 

LG 

Any good 

Ethereal/the Lost Citadel of Magic 

['□khisis 

Grealer 

Night, evil, hatred 

LE 

Any evil 

Baalor/Avemus/Abthalom (the Nether 






Reaches) 

Zcbo im 

Intermediate 

Seas, storms, jealousy 

CE 

Any evil 

Fandc nto ri luin / Ph 1 egel hon /Maclst rom 

Zivilyn 

Intermediate 

Wisdom 

N 

Any 

Beast la nd s/k a rasuthra/Zh a ii (wait ders) 

(tiTtrrriAWK campaign] 





TIiin list includes 

only the grealer and intermediate powers and one dtmlpower, Ttie FI an ness hosts numerous lesser gods as well. 

Henry 

Grealer 

Earth, nature, rain 

N 

Any 

Prime Ma Leri lit 

Boccob 

Greater 

Magic, knowledge 

N 

Any 

Outlands/the Library of Lore 

Cclcstian 

Intermediate 

SLara, space, wanderers 

NG 

Any N or G 

Astral/wanders 

Ehlonna 

Intermediate 

Forests, meadows 

NG 

Any good 

Beast!ands/Krigala/Grove of the Unicorns 

Frylhnul 

Intermediate 

Hate, envy, fear 

CE 

CE, CN, NE 

Pandemoniurn/Cocytus/Pielils of Malice 

Hiarlanghn 

Intermediate 

Horizons, travel 

NG 

Any N or G 

Prime Material 

Helroneous 

In termed Laic 

Justice, honor, war 

LG 

LG, LN 

Mount Cel vs t i a / Venya/ Field s of t i 1 my 

Hcxtor 

Intermediate 

War, discord 

LE 

L£ r NE 

Achenon/Avalas/Seuurgc 

Incabu'Jos 

Greater 

Drought, plagues, 

NE 

Any evil 

G ray Waste/Ginos/Charnel ho use 



nightmares 




tstus 

Greater 

Fate, destiny 

N 

Any N 

Oulla rid s/Web o f F ale 

iuz 1 

Deni [power 

Deceit, pain, evil 

CE 

CE, NE, CN, LE 

Prime Material (refuge in the Abyss) 

Kord 

Intermediate 

Combat, strength 

CG 

CG, CN, N, NG 

Ysgard/Ysgard/Ptains of the Fallen 

Lei i ilcir 

In termed laic 

Time, tedium 

IN 

LN 

Mechanus/the Wheel of lime 

Ncrull 

Greater 

Death, darkness. 

NE 

Any evil 

Carceri/Gthrys/the Crypt 



murder 




Ghad-Hai 

Intermediate 

Nature, freedom 

N 

Any 

Quil amis/the Hidden Wood 

OlUlammara 

Intermediate 

Music, trickery 

CN 

CN, CG, N 

Y sgard/Y sga rd/W i neso n g 

Pelor 

Greater 

Sun, light, healing 

NO 

Any good 

F lys lu m/ A mo ri a / Light's B1 ess in g 

Pholtus 

Intermediate 

Law, order 

IN 

LG. LN 

Media nus/rbe Hath of Law 

Procan 

intermediate 

Sea, ocean, weather 

CN 

Any nonLiwful 

Limbo/Seascdgc 

Kallsbaz 

Intermediate 

Chance, ill luck 

CN 

Any nonlawful 

Umbo/the Kiss of Luck 

Rao 

G renter 

Reason, intellect, peace 

LG 

LG, NG, LN 

Mount Celestia/Mereuria/Sweet Reason 

Sl Cuthbert 

Intermediate 

Common sense, zeal. 

LG 

LG, LN 

Arcadia/Abellio/ihe Bastion uf Law 



dedication 




Tharizdun 1 

Intermediate 

Dark, decay, insanity 

NE 

Any evil 

Unknown demlplane 

Trii hereon 

Intermediate 

Individuality, liberty 

CG 

CG, NG 

Ari>orea/Olympus/the Forking Road 

Ulan 

Intermediate 

Mining, mountains 

LG 

LG, LN, NG 

Out la rids/the Steel Hills 


* IttU ♦ 



Nu me 

Slums 

Pa rtf olio 

At 

WAL 

Pi a tic/l. < n v r/Rca hn Na we 

Wee Jas 

Zilch us 

Inlet mediate 
Intermediate 

M a gic, death 

Prestige, commerce 

LN|E) 

LN 

LE, IN. ME, N 
LN, LG, N, NG 

Achero 11 /Tinlibu Ins/Patterneri w eb 
Oullands/ihe Marketplace Eternal 


iuz is the son of the Abyssal lord Graz'zt. 

1 Tharizdun is probably an aspect of the Dark God lsee Dead Powers! or [he Elder Elemental God (see Monstrous Powers). 


(Eaerunhm powers, Poen.m'ii -h KeALfws campaign} 


An 

Overpower 

Deities, balance 

N/A 

Any 

Unknown 

Atiril 

Lesser 

Cold, winter 

N1 

Any N or E 

I 1 a ndemoniu mi Pancj esmos/W i n ter's Hal 1 

Azuth 

Lesser 

Mages 

LN 

Any 

A read ia/ Hu senu s/Azu [ h 

flesh aba 1 

inTermediaie 

Mischief, hart luck 

CE 

CN. NE. CE 

Abyss/13/Blood Tor 

C haul] tea 

Greater 

Agriculture 

NG 

Any N or G 

Elysium/Eronia/GreaJ Mother’s Garden 

Cyrlc 

Greater 

Strife, murder, illusion, 
intrigue, deception 

CL 

Any N or 1: 

l J andemonium/Cocytus/Shattered Castle 

Deneir 

Lesser 

Literature, art 

NG 

Any 

Beit st 1 an ds/R nix/Library of All Knowledge 

Eldath 

Lesser 

Peace, pools, groves 

NG 

Any 

Elysium/Eronia/t he Jruc Grove 

Gond 

Intermediate 

Artifice, craft, smithing 

N 

Any 

Outlands/Wonderhiome 

Helm 

Intermediate 

Guardians, protection 

LN 

Any N or G 

M ech an us 1 Eve rw al eh 

ilmaLer 

Intermediate 

Etui Lira race, Stiffen rig 

LG 

Any 

By top j a /Sh urrock/M artyido mai n 

lyachtu Xvim 

Lesser 

Tyranny, hatred 

LE 

Any N or E 

Gehenna/Cham a da/Bastion of Hate 

Kelemvor 

Greater 

Death, the dead 

LN 

Any 

Gray Waslc/Qinos/Crystal Spire 

Lathander 

Greater 

Spring, dawn, htnh 

NG 

Any N or G 

El ysi u m / Eronia/Mo mi nglory 

LI lira 

Lesser 

Joy, dance, freedom; 
trade, wealth' 

CG 

Any; evil rare 

Arbo rea/0 ly tn pu s/ B right water 

Loviatar 1 

Lesser 

Pain, torture 

LE 

Any evil 

(I ehen n a /Mu 11 got h /(>n dtl a nd 

Malar 

Lesser 

Hunters, beasts, blood 

CE 

Any evil. CN, N 

Carccri/Cololhys/the Land of the Kuril 

Mask 

Lesser 

Thieve, shadow 

NL 

Any but LG 

Gray Waste/Niflheim/Shadow Keep 

Miellkki 

Intermediate 

Forests, rangers 

NG 

Any N or G 

Eea-sLla n ds/K ri ga 1 a/Ci rove o f i he Uni corns 

Milil 

Lesser 

Poetry, song 

NG 

Any 

Beast 1 an ds/B rux/Library of All Knowledge 

Mystra 

Greater 

Magic, spells 

NG 

Any 

Ely si u m/ Fro nia/Dweome rheart 

Dghma H 

Greater 

Knowledge, hards, 
Invention 

N 

Any 

Gutlands/Tir na Og (House uf Knowledge! 

Selunc 

Intermediate 

Moons, stars, wanderers 

CG 

Any good 

Ysgard/Ysgard/Gales of the Moon 

Shat 

Greater 

Dark, night, loss 

NE 

Any (mainly evil! 

Gray Wasle/Niflhdm/Palacc of Loss 

Shall rid a kid 

Lesser 

Travel, exploration 

CN 

Any N nr G 

Y sga rd / Y sgard/Sh a u nd iaur 

Silvanus 3 

Greater 

Nature, forests, druids 

N 

Any 

Oiillands/Ttr na Dg (bummexuak) 

Sure 

Greater 

Beauty, love, passion 

CG 

Any N or G 

Arbo rea/0 ly m pu s/ Brightwater 

Talon a 

Lesser 

Disease, poison 

CF. 

Any N or E 

Carceri/Cathrys/Palace of Poison Tears 

Talus 

Greater 

Storms, destruction, 
earthquakes 

CE 

Any N or E 

Fandtmortium/Patidcsmos/Towers of Ruin 

Temp us 

Greater 

War. warriors 

CN 

Any 

Li mbo/K nigld 's Rest 

Ttrnn 

Lesser 

Duly, loyalty 

LG 

Any good, LN 

Mount Cel est i □ /Mcrcuri a /Truehcart 

Tymora 

Intermediate 

Skill, good fortune 

CG 

Any 

Arbo rea/ 0 ly m pu si Brig hi waf er 

Tyr” 

Greater 

Justice 

LG 

LG, NG, LN 

Ysgard /Ysgard /Asgard and 

Mount Celestig/LunSa/ihe Court 

Umber lee 

Intermediate 

Ocean, sea winds 

CE 

Any 

Abyss/13/Blood Tor 

W a u keetr 

Lesser 

Trade, money, wealth 

N 

Any 

Gutlands/ihc Marketplace Eternal 

1 See Tyehe (Greek), 





1 Lliira oversees 

the spheres of trade 

and wealth for Waukecn 

. who is missing. 


1 Also a Finnish deity. 

1 Alsu a Celtic deity. 

'■ Also a Norse deity. 





' On Tdril, Waukecn is currently missing and presumed dead. 




Ill' 1 l.i'KI “ 

Akadi 

Greater 

Air 

N 

Any 

Elemental Air/the Great Funnel 

Grumbar 

Greater 

Earrh 

N 

Any 

Elemental Earth/thc Great Mountain 

Istishia 

Greater 

Water 

N 

Any 

Elemental Water/the Sea of Timdessness 

Kossuth 

Greater 

Eire 

N 

Any 

Elemental Fire/lhc Crimson Pillar 


* Though worshiped on many prime worlds, the lords are more concerned with a flairs on their own planes. 
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Name 

S Kilns, 

Portfolio 

Dead Powers 



Aebrynis powers' 



Amaunalor 

Greater 

Sun, law, rulcrship 

Aosltaf* 

Greater 

Portals 

Bane 4 

Greater 

Strife, hatred, tyranny 

BhaaH 

Intermediate 

Murder, violent death 

Dark God' 

Varies 

Darkness, cold, decay 

EnkL 11 

Greater 

Rivers, oceans 

1 brand uP 

Lesser 

Underdark, caverns 

Kiputylto' 

Qemipnwer 

Disease 

l.eira" 

Lesser 

Deception, illusion 

MoandcT 

Lesser 

Corruption, decay 

MyrfcuP 

Greater 

fhu dead, decay 


Al 

WAL 

Pi a ne/Laye r/Rea tm No i > r v 

l.W 

Any nonchaotie 

Astral iMechanus/Keep or the Eternal Sun] 

N 

Any 

Astral ISlgtlj 

I.E 

Any N or E 

Astral (Acheron /Aval a s/Blaek Hast ion] 

Lb 

Any N or P 

Astral (Gehenna/Khalas/IThrone of Blood 1 

NE 

Any evil 

Astrul (Unknown) 

ln 

LN 

Astral (Meehan ml Ihr Waterwheel] 

CN 

Any C r NF, N 

Astral (Pandemonmm/Phlcgtlhon/ 



1 brandy Karan | 

CE 

CE 

As t ra ] (Ca rceri/Cat 1 1 rys/Fecu 1 e nee} 

CN 

Any 

Astral (Limbo/the Courts of Illusion) 

CE 

Any evil 

Astral (Abyss/223/0Flalmound) 

ME 

A tty N or E 

Astral [Gray Wastc/Olnos/Bonc Castle] 


1 1 he old gods of Aebrynis [Andlliras, Basa'm, Brenna, Muscla, Rcynir, and VorynnJ destroyed themselves in a battle against Azmi, 
the god of evil of (haL world. Their various spheres were inherited by the current pantheon of Acbrynls. 

A Facrunian powers died due to lack of followers. 

J A planar power; destroyed by the Lady of Hair. 

4 A Facrunian power; killed during the Time ofTroubles. 

' Dying due to lark oE 1 followers. 

A Sumerian power; murdered by I fie Babylonian powers Nergal and Anshar. 

7 A Finnish power; murdered by Tnlona, a Eaeruiiian rieity r in a battle over identical spheres. 

A Facrunian power; slain by Finder, now a lledgling Facrunian power. 


THg PewtRS BY SPH€R.i: A miSCEU-ANY 


Sphere 

Power 

Al 

Pantheon 

Rhine 

Abundance 

Hecate 

CE 

Greek 

Baa tor; the Gray Waste 

Ambition 

Cronus 

LE 

Greek Titan 

Career i 

Bureaucracy 

Lu Using 

LN 

Chinese 

Arcadia 

Cil its/d vilization 

M a rduk 

LN 

Babylonian 

Arcadia 

Common sense 

St. Cuthben 

LG 

Oerth 

Arcadia 

Dedication, tfeal 

St, Cuthben 

LG 

Oerth 

Arcadia 

Elements 

Elder Elemental God 

NE 

Mors t rous | m iscel La neous) 

Hidden deni ip lane 

End Lira nce/suJTeri ng 

Hmater 

LG 

Facrunian 

By top la 

Everything 

Brahman 

N 

Indian 

Unknown 

Gases 

Gzemnld 

CE 

Beholder 

0 inlands 

HlStory/anccstors 

K'umg Eu-tzu 

LG 

Chinese 

Ethereal 

Hope 

Paladin? 

LG 

Kiynn 

Mi. Celestia 

Humor 

Garl Glltierguld 

LG 

Gnomish 

By [opm 

Insight 

Lao Tzu 

LN 

Chinese 

Ethereal 

Locks 

Ushas 

LG 

Indian 

Elysium 

Meditation 

Majcre 

NG 

Krynn 

Elysium 

Mental control 

Mem nor 

NE 

Giant 

Gehenna 

Prestige 

Zilchus 

LN 

Oenh 

OuHands 

Pride 

Mem nor 

NE 

Giant 

Gehenna 

Running 

Hermes 

CG 

Greek 

Arhorea 

Scapcgoars 

Femildtrl Mestarine 

CN 

Elvish 

Limbo 

Senses 

Grankhul 

CE 

Bugbear 

Abyss 

Service 

Remit Is 

N 

Eagle 

Rea sc lands 

Survival 

Semuanyn 

N 

lizard men 

Ou [lands 

Sword wurk 

Eilistraee 

CG 

Elvish (draw) 

Y sgard 

Testing 

Chung Kuel 

LG 

Chinese 

Mt. Celestla 

Toleranee/patienct 

Meriadar 

IN 

Mongrel men 

Arcadia 

Victory 

Nike 

LN 

Greek 

Arhorea 

Wakefulness 

Ushas 

LG 

Indian 

Elysium 

Worship 

Brihaspati 

LG 

Indian 

Mt. Celestla 

Youth 

(dun 

CG 

Norse 

Ysgard; Elysium 
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APPENDIX II: THE POWERS BY SPHERE 

Note that mu ny powers have Llurmniun in more ih-iLiii one sphere. Tills appendix iloes not lisi evny Itnown power or sphere. 


i 3 mrcr 

Ai 

PtuKht'iW 

Plane 

Power 

AI 

Pantheon 

Plane 

Acj ricul £ ure/crops 



Beanty/churiflina 



Chauruea 

NG 

Faerimian 

Elysium 

Aphrodite 

CG 

Greek 

Arborea 

Daghdha 

CG 

Celtic 

Dull amis 

Raldur 

NG 

Norse 

Ysgard 

Pemeter 

NG 

Greek 

Athorca 

h ranch ala 

NG 

Krynn 

Ysgard 

Jli Li lea 

N 

Giant 

Elysium 

Deep Sashclas 

CG 

Elvish 

Arborea 

Inari 

NO 

Japanese 

By t op in 

Hanali Cel anil 

CG 

Elvish 

Arborea 

Uu 

N 

Chinese 

Elysium 

1 Lilian is 

NG 

Giant 

Arborea 

Sheds Peryroyl 

N 

Ha( fling 

Qui lands 

Misbakai 

LG 

Kiynn 

Elysium 

Thor 

CG 

Norse 

Ysgard 

Sune 

CG 

Faertmian 

Arborea 





Sunn inarc 

NG 

Selkie 

Elysium 

Ai r/sky/winds 




Ve renes tra 

N 

Dryad 

Wanders 

Aordrie Faenya 

CG 

Elvish 

Arborea 





Akadl 

N 

Faertmian 

Eleni Air 

Cftaos/d kanqe 




Ann 

IN 

Babylonian 

IMedianus 

Erevan Iksere 

CN 

Elvish 

Arborea 

En til 

NG 

Sumerian 

Elysium 

Simon 

N 

Krynn 

Limbo 

Frigga 

LN 

Norse 

Ysgand 

Zinzerena 

CE 

Elvish (drew) 

Prime 

Moms 

CG 

Egyptian 

Arcadia 





Nul 

ng 

Egyptian 

Elysium 

Charm/vanity 




Rcmnis 

N 

Eagle 

Rea sf lands 

EshebaJa 

CE 

Fox women 

Abyss 

Shina-Tsu-Hiko 

CN 

Japanese 

Limbo 

Verenestra 

N 

l.l iy a d 

Wanders 

Shu 

LG 

Egyptian 

Elem, Air 





Strun maus 

NG 

Giant 

Beasitands 

C hi 1 el bi r t k/f ert i lity 



Thor 

CG 

Norse 

Ysgard 

Anuam 

N 

Giant 

Outlands 

Ukko 

LG 

Finnish 

Rytnpia 

Artemis 

NG 

Greek 

Arborea 

Umbcrlec I'sea winds) 

CE 

Faertmian 

Abyss 

Frey 

NG 

Norse 

Ysgard 

Uranus 

CE 

Greek 1 iron 

Unknown 

Frey a 

CN 

Norse 

Ysgard 

Vayu 

CN 

1 mi i li ii 

Limbo 

Gaea 

N 

Greek Titan 

Prime 

Zeus 

N 

Greek 

Arborea 

Great Mother 

CF 

Beholder 

Abyss 





Kuan Yin 

LG 

Chinese 

Ml. CeleitUi 

Amina Is 




Lathandtr 

NG 

Faerunjan 

Elysium 

Apshai (insccrs] 

N 

Egyptian 

Prime 

Lulhie 

LE 

Grcish 

Acheron 

Artemis (wild beasts] 

NG 

Greek 

Arborea 

Misha kal 

LG 

Krynn 

Elysium 

Hast (cats) 

CG 

Egyptian 

Ysgard 

Rhea 

NG 

Greek Titan 

Arborea 

flriganlia [liveslnek] 

NG 

Celtic 

Elysium 

Semuanya 

N 

Lizard men 

Outlands 

Chislev 

N 

Krynn 

Beastlands 

Yondalla 

LG 

Hallling 

Ml. Cdestirt 

Daragur [wolves) 

CE 

Werewolf 

Wa riders 





S r roy (horses) 

NG 

Norse 

Ysgard 

diildreti/parenthood 


Gordlik (hyenas) 

CE 

Gnolt 

Wanders 

Hialea 

N 

Giant 

Elysium 

Hahbakuk 

NG 

Kiynn 

Bcastlands 

ilmatar 

LG 

Finnish 

Prime 

Karon tor 

NE 

Giant 

Carceri 

Isis 

LG 

Egyptian 

ii 

l.olrh (spiders) 

CE 

Elvish (drew I 

Abyss 

Jaz Irian 

LG 

Couatl 

Ml Celestia 

l.ugli (horses) 

CN 

Celtic 

Outlands 

Irishna 

LG 

Sea ell" 

Wanders 

Malar (wild beasts] 

CE 

Faertinlan 

Careeri 

* Isis maintains realms 

on Ely si 

uin and Arcadia. 

nbemn 

NG 

Faerie 

Wanders 





Reninis (eagles I 

N 

Eagle 

Beast lands 

ColdS/w inter 








Auril 

NE 

Faertmian 

Pandemonium 

Artfi/artisiins 




Kriesha 

LE 

Cerilian 

Baa tor 

Cord bn lardhian 

CG 

Elvish 

Arborea 

Kura Oktimi 

CG 

Japanese 

Reasi lands 

Dencir 

NG 

Faertmian 

Beast! an ds 

Stalker 

NE 

Gobi i no id 

Wanders 

Laerme 

CG 

CcrilicUi 

Arborea 

Tliryrn 

CF 

Norse Giants 

Ysgard 

l.ugh 

CN 

Celtic 

Outlands 

Uller 

CN 

Norse 

Ysgard 

Meriadar 

LN 

Goblinoid 

Arcadia 





Plat) 

LN 

Egyptian 

Elite real 

Commercc/trade 







Hermes 

CG 

Greek 

Arborea. 

Balanc e/judef memt 



Lllira 

CG 

Facriinian 

Arborea 

Ao 

NJA 

Faertmian 

Unknown 

Lugh 

CN 

Celtic 

Outlands 

Chmncpsis 

N 

Dragon 

Outlands 

Shinare 

N 

Krynn 

Outlands 

Skemt 

N 

Centaur 

Beast lands 

Waukeen 

N 

Faertmian 

Outlands 





Zilchus 

LN 

Oertli 

Outlands 
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Powct 


Al Pantheon Plane 


Power 


AL Pa nth van Plane 


Co eel muni cat ion/me ssacjcs 


AgnL 

CG 

Indian 

Limbo 

Hionnghuala 

NG 

Swanmay 

W a nders 

Community 

Jazirian 

LG 

C LMJLlE L 

Mt Celestia 

Fsilufyr 

LN 

Myconld 

Meehan us 

Skerril 

N 

Centaur 

Beast lands 

Ctjuraqe/licroism 

Kiri-Jolith LG 

Krynn 

Bytopiu 

Modi 

CG 

Norse 

Ysgard 

Tyr 

LG 

Norse 

Ysgard 

Valkyries, the 

CK 

Norse 

Ysgard 


(fallen heroes] 


Craft is 


Athena 

LG 

Creek 

Arborca 

Chih-Nii 

CG 

Chinese 

Arborea 

Corel Ion Lareihlan 

CG 

Elvish 

Arborea 

Goad 

N 

Faerunian 

On [Lands 

Hephaestus 

NG 

Greek 

Arborea 

Laduguer 

LE 

Duergar 

Acheron 

Lugh 

CM 

Celtic 

Out Lands 

Meriadar 

LN 

Gobi mold 

Arcadia 

Persana (architecture] 

N 

Triton 

Fleni. Water 

Ptah 

LN 

Egyptian 

Ethereal 

Creation 

Deep Sashelas 

CG 

Elvish 

Arborea 

llabbakuk 

MG 

Krynn 

Beastlands 

lo 

N, all 

Dragon 

Unknown 

Izanagi and Izanami 

LM 

Japanese 

Arcadia 

Mo ratlin 

LG 

Dwarvish 

Mr. Celestia 

Poseidon 

CN 

Greek 

Arhorea 

Shang-ti 

LG 

Chinese 

Mechanus 

Shekiuestcr 

N 

Naga 

0 utlands 

Dai*lcness/iiiqltt/flHa(low 


Anshar 

CE 

Babylonian 

Pandemonium 

Blibdoalpoolp 

NE 

Kuo-toa 

Elem. Water 

Elodc 

CN(EJ 

Cerilian 

Pandemonium 

Lolth 

cr 

Elvish (drow) 

Abyss 

Mask 

ME 

Faerunian 

Gray Waste 

Mem LI 

ME 

Oerth 

Carccri 

Queen of Air and 
Darkness 

CE 

Faerie 

Pandemonium 

Raid 

CN 

Indian 

Gray Waste 

Ruornil 

N 

Cerilian 

Out Lands 

Shar 

NE 

Faerunian 

Gray Waste 

Shargaas 

NE 

Orcish 

Gehenna 

Takhisis 

LE 

Krynn 

Pastor 

Tharizdun 

NE 

Oenlh 

Dcmlpianc 

Dawn 

Lathander 

NG 

Faerunian 

Elysium 

Ushas 

LG 

Indian 

Elysium 



Dead/ 1 lie underworld 


Ann bis 

LG 

Egyptian 

Astral 

Kelemvor 

LM 

Faerunian 

Gray Waste 

Nephythys 

CG 

Egyptian 

Arborea 

Nergal 

NE 

Babylonian 

Gray Waste 

Osiris 

LG 

Egyptian 

Arcadia 

Tuonnar 

CE 

Finnish 

Pandemonium 

Tuoni 

CN{E) 

Finnish 

Pandemonium 

Yama 

LN 

hull an 

Mechanus 

Deatk 

Arawn 

NE 

Celtic 

Gray Waste 

Chixmepsis 

M 

Dragon 

On [lands 

Hades 

LN 

G reek 

Gray Waste 

Hel 

NE 

Norse 

Gray Waste 

Kali 

CE 

Endian 

Abyss 

Kelemvor 

LN 

Faerunian 

Gray Waste 

Nerull 

NE 

Oerth 

Career! 

Sehaninc Moonbow 

CG 

Elvish 

Arborea 

Stalk er 

NE 

Gobiinuid 

Wanders 

Surma 

NE 

Finnish 

Carccri 

Urogaian 

N 

Ha] fling 

Elysium 

Wee Jas 

LN(E] 

0 erth 

Acheron 

Yen-Wang-Yeh 

LN 

Chinese 

Ou [lands 

Yurtrus 

NE 

Orcish 

Gray Waste 

Dec epti on/lies/b e t r ay al 


Baravar Cloakshadmv 

NG 

G n ornish 

By top iu 

Lyric 

CE 

Faerunian 

Pandemonium 

Gzemnid 

CE 

Beholder 

0 inlands 

Hiddukel 

CE 

Krynn 

Abyss 

lu l 

CE 

Oerth 

Prime 

Panzuriel 

NE 

Evil sea 

creatures 

Gray Waste 

Destruction 

Tains 

CE 

Faerunian 

Pandemonium 

Sheklnester 

N 

Naga 

Out lands 

Siva 

NE 

Indian 

Neg. Energy 

Vayu 

CN 

Indian 

Umbo 

DlSCase/deeay 

Faluzure 

NE 

Dragon 

Carccri 

Hel 

NE 

Noise 

Gray Waste 

Incabulos 

NE 

Oerth 

Gray Waste 

Karon lor (deformity) 

NE 

Giant 

Carccri 

Morgjtm 

NE 

Krynn 

Gray Waste 

Rudra 

NE 

Indian 

Meehan us 

R a menus 

CE 

Bullywug 

Abyss 

Talona 

CE 

Faerunian 

Carccri 

Tharizdun 

NE 

Oerth 

Pern is) lane 

Y'cenoghu [paralysis] 

CE 

Guo 11, ghoul 

Abyss 

Yurtrus 

NE 

Orcish 

Gray Waste 

Dominaticm/tyrauny 


Demogorgon 

CE 

[xibcachitl 

Ahyss 

Great Mother 

CE 

Beholder 

Abyss 

Elsensine 

LE 

J Hit hid 

Hollands 

lyachlu Xvim 

LE 

Faerunian 

Gehenna 

Khurgorbaeyag 

LE 

Goblin 

Acheron 

Seknlah 

LE 

Sahuagin 

Baator 

Sess’i n nek 

CE 

Lizard kings 

Abyss 
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Pon t r 

AL 

Pmuhvon 

Plane 

Drougkt/famine 

1 noatmlos. ME 

Oenh 

Gray Waste 

Set 

LE 

Egyptian 

Baalor 

Farth/land 

Beory 

N 

Oerth 

Prime 

Callarduran 

N 

SvLrfncbla 

Bytopia 

Smoothhands 

Gaea 

N 

Greek Titan 

Prime 

Gcb 

NG 

Egyptian 

Flem, Earth 

Grumbar 

N 

Faerunian 

Eleni. Earth 

Nin-Hursag 

N 

Sumerian 

Elysium 

O-Kuni-Nushi 

LG 

Japanese 

Ysgard 

Scgojan Farthealkr 

NG 

Gnomish 

Bytopia 

Urogalan 

N 

Hal fling 

Elysium 

Earthquakes 

Nai No Kami 

LN 

Japanese 

Mechanus 

Poseidon 

CN 

Greek 

Arhorca 

Talos 

CE 

EtLcrunkin 

Pandemonium 

Energy 

□rmogorgon 

CF. 

IxilxatfliTl 

Abyss 

High God 

N/A 

Kiynn 

Unknown 

Evil/hatrcd 

Amatsn-Mikaboshi 

LE 

Japanese 

Acheron 

Erythnul 

CF 

Oerth 

Pandemonium 

Hlisi 

CE 

Finnish 

Prime 

luz 

C’t 

Oerth 

Prime 

lynchlu Xvlm 

LE 

Fa e run inn 

Gehenna 

KarontDr 

NE 

Giant 

Career i 

Lolih 

CE 

Elvish (draw) 

Abyss 

Set 

IF, 

Egyptian 

Baalor 

Stalker 

NE 

Gobi inn id 

Wanders 

Tukhi&is 

LE 

Krynn 

Baalor 

Tiamal 

LE 

Dragon 

Pa a Ini 

Fate/destiny 

tstus 

N 

Oerth 

0 inlands 

Chrtnepsis 

N 

Dragon 

Qutlands 

Noms, the 

N 

Norse 

G inlands 

Fear 

Belinib 

CE 

Cerilian 

Pandemonium 

Erythnul 

CE 

Oerth 

Pandemonium 

Skigg&ret 

CF 

Bugbear 

Abyss 

Fire 

Agrtl 

CG 

Indian 

Limbo 

ttirm 

LG 

Babylonian 

Ml. Celestia 

Ho MasuhL 

CN 

Japanese 

Pandemonium 

Kossuth 

N 

Faerunun 

Flem. Fire 

Laemie 

CG 

Cerilian 

Arborea 

Sargonnas 

IF 

Krynn 

Gehenna 

Simon 

N 

Krynn 

Limbo 

Sunr 

LE 

Norse Giant 

Ysgard 

Fciod/eatittq 

Caoitnhin 

N 

Kill moults 

Wanders 

Laogztd 

CE 

Troglodytes 

Abyss 


Poster 

At, 

Pantheon 

Plane 

Forests 

Baervan 

NG 

Gnomish 

Bytopia 

Wild wanderer 

Branch a la 

NG 

Krynn 

Ysgard 

Fhlonna 

m 

Oerth 

Beast lands 

Erik 

N 

Cerilian 

Ou Elands 

Mielikki 

NG 

Finnish, 

Heastiands 

51 lv anus 

N 

Faerunian 

Celtic 

OnHands 

Fortune/J uc k/chatt 

ce 


BeS 

N 

Egyptian 

0 inlands 

Beshabu (bad luck) 

CE 

Faeninian 

Ahyss 

Hermes 

CG 

Greek 

Arborea 

High God 

N/A 

Krynn 

Unknown 

Kishijjutuji 

NG 

Japanese 

Prime 

Lakshmi 

CG 

Endian 

Ml. Celestia 

Nebelun 

CG 

Gnomish 

Bytop ia 

RaliGw (bad luck I 

CN 

Oerth 

Limbo 

Tydue 

N 

Greek 

Arborea 

Ty mora 

CG 

Faeninian 

Arborea 

Sera 

CN 

Cerilian 

norlands 

Vcrgadam 

N 

Dwarvlsh 

Guild lids 


Tr e e d om/1 ila* trty 


Lliira 

CG 

Faeninian 

Arborea 

Ohad-Hai 

N 

Oerth 

Out lands 

Shinare 

N 

Krynn 

Oul lands 

J'ril hereon 

CG 

Oerth 

Arborea 

Fr i e ttd ifi hip/f rat « rnity/r eid t i o n sh ips 

Balador 

CG 

Werebear 

Beamands 

Bargrfvyek 

LE 

Goblin 

Baalor 

(cooperation) 

Caoimbin 

N 

Faerie 

Wanders 

CyrroUutee 

IG 

HuLIl big 

Ml. Celestia 

Eioiinghuala 

NG 

Faerie 

Wanders 

Mitra 

LG 

Indian 

Ml. Celestia 

Puchan 

NG 

Indian 

Beusllands 

Titania 

CG 

Faerie 

Wanders 

Gricf/loss 

Nesirie 

NG 

Cecil ian 

Fly si li m 

Shar 

NE 

Paeriinian 

Gray Waste 

Guarrfianskip/vigilanee 


Arvoreen 

N, 

riidfling 

Me. Celestia 

Uaerdal 1 ronh a nd 

LG 

Gnomish 

Bytopia 

lieimdall 

LN 

Norse 

Ysgard 

Helm 

LN 

Fuerihiian 

Meehan us 

K oriel 

LG 

Ki-rin 

Wanders 

Palad i lie 

LG 

Krynn 

Ml, Celestia 

Parra fa ire 

CN 

Naga 

Career! 

Syranita 

NG 

Aarakocra 

Arborea 

H app i it e a s/j oy 

Dionysus 

CN 

Greek 

Arborea 

Ku Hsing 

CG 

Chinese 

Ethereal 

Libra 

CG 

Faerunian 

Arborea 

Shichitukujin 

Var. 

Japanese 

Ml. Celestia 

Stronmaus 

NG 

Giant 

Beast! ands 
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Power 

At, 

Ph nth ton 


Power 

AL 

Pantheon 

Plane 

Healing/iRedic 

ine 



Jealousy/envy 




Apollo 

CG 

Greek 

Arborea 

Erylhrul 

CE 

Oerth 

Pandemonium 

8 e iron a r Trues liver 

LG 

Dwarvish 

Ml. Celeslin 

Zebnini 

CE 

Key n n 

Pandemonium 

Dianccdil 

LG 

Cell ie 

Our lands 





Eaclithighern 

CG 

Unicorn 

Wanders 

Justice 




Gnihfmiu 

NG 

CrlLio 

Ouilands 

Poised 

LG 

NorSf 

Ysganl 

Luthio 

LH 

Ureish 

Acheron 

Furies, the 

N 

Greek 

Gray Waste 

Mishakal 

LG 

Krynn 

Elysium 

He iro neons 

LG 

Oerth 

Ml, Celestia 

O-Kuni-Nushl 

LG 

Japanese 

Ysgard 

High God 

NM 

Krynn 

Unknown 

Pelor 

NG 

Oerth 

Elysium 

Tyr 

LG 

Eaerujiian 

ML Celestia 

Psilnfyr 

IN 

My con id 

Media nos 









K n o wl edg e/re uno n/w i £ d o m/1 ea r n i fiu 

Health 




Anna m 

N 

Giant 

Ontl intis 

Mandat Steels kin 

NG 

G num ish 

Bytapia 

Athena 

LG 

Greek 

Arborea 

Gaea 

N 

Greek Titan 

Prime Material 

Avani 

LN 

Cm 1 tan 

Mechanus 





Balia rnu£ 

LG 

D rag oj i 

Mi. Celestia 

Home/domcstie life 



Hocrnb 

N 

Oerth 

Ouilands 

Bcrronar Truesilver 

LG 

Dwarvish 

Mi. Celestia 

Bnhaspati 

LG 

Indian 

Ml Celestia 

CyrmllaLee 

LG 

Hal fling 

Ml Celt’s!i ei 

Deep Sashelas 

CG 

Elvish 

Arbtirea 

Frigga 

LN 

Norse 

V sgarrt 

Diirinka 

CE 

Dcrru 

Pandemonium 





Dugmarer 

CG 

Dwarvish 

Ouilands 

Hu nt ing/arc he ry 



Bright mantle 




Artemis 

NG 

Greek 

Arborea 

Giles n 

N 

Krynn 

Ouilands 

Eilislrace 

CG 

Elvish jdrow) 

Ysgsrii 

Jazlrian 

LG 

Court 1 

Ml Celestia 

Lrik 

N 

Ceriliari 

Qulhinds 

Koriel 

LG 

Ki-rin 

Wanders 

Ferrix 

N 

Weretiger 

BeasUands 

Maantaecorlfiri 

LE 

J Unhid 

Gehenna 

Gurdlik 

CE 

Grtoll 

Wanders 

M ishakal 

LG 

Krynn 

Elysium 

Gran kiwi 

CE 

Bugbear 

Abyss 

Oghma 

N 

Facruriian 

Ouilands 

Grolantar 

CE 

Giant 

Career 1 

Odin 

CG 

Norse 

Ysgarrt 

I liatea 

N 

Giant 

Elysium 

Rao 

LG 

Oerth 

Ml Celestia 

Malar 

CE 

Eaerunian 

Career! 

Shek inester 

N 

Naga 

Ouilands 

Raidcn (fl etching] 

CE 

Japanese 

Ca recri 

Thoth 

N 

Egyptian 

OulJands 

Beknlah 

LE 

Sohuagin 

Baalor 

Zivilyn 

N 

Krynn 

BeastlaUds 

Solo nor TTida n ri i ra 

CG 

Elvish 

Arborea 





Uller 

CN 

Norse 

Ysgard 

Law/order 








Paladine 

LG 

Krynn 

Ml. Celestia 

illusion 




Pholtus 

LN 

Bert h 

Meehan u s 

Bli rava r Cloak shadow 

NG 

Gnomish 

Byiupia 

Tyr 

IG 

Norse 

ML Celestia 

Cyrfc 

CE 

Facriinian 

Peiu demon ium 

Vanina 

LN 

Indian 

Meehan us 

Lin i Lari 

N 

Krynn 

Ethereal 

Zeus 

N 

Greek 

Arhnrea 

'iguelaklie 

CN 

Leprechaun 

Wanders 









Life 




Insanity/madness 



Arawn 

NE 

Celtic 

Gray Waste 

Bl ibdwilpoolp 

NE 

Kuo-lua 

Elem + Water 

Kali 

CE 

Indirm 

Abyss 

Dionysus 

CN 

Greek 

Arborea 

M i shaka 1 

LG 

Krynn 

Elysium 

iharLdun 

NI¬ 

Oerth 

DemiplLLne 

Rhea 

NG 

Greek Titan 

Arborea 





Saviiri 

NG 

Indian 

Elysium 

Intrigue 




VELyu 

CN 

Indian 

Li mho 

Cyrie 

CE 

EaerCmlati 

Pandemonium 





Bhehala 

CE 

Eos women 

Abyss 

Light 




Hera 

CN 

Greek 

Arborea 

ArriEtlerusu 

LG 

Japanese 

Mt. Celestia 

Sargonnas 

LE 

Krymi 

Gehenna 

Apollo 

CG 

Greek 

A rborea 





Belarus 

NG 

Cclrie 

Elysium 

Invention 




Helm doll 

LN 

Norse 

Ysgard 

Aasflerinlan 

CN 

Dragon 

Ysgard 

Mitra 

LG 

Indian 

ML Celestia 

Dugmuren 

CG 

Dwarvish 

Out lands 

Pa] ad ine 

LG 

Krynn 

Mi. Celestia 

Brightmanllo 




Petor 

NG 

Oerth 

Elysium 

Go Eld 

N 

FEierunian 

Ouilands 

Saviiri 

NG 

Indian 

Elysium 

Nobel un 

CG 

Gnomish 

Rytupia 

Seker 

NG 

Egyptian 

Elysium 

Oglima 

N 

Faerunian 

Ouilands 

Ushas 

LG 

Indian 

Elysium 

Tvashtrl 

CG 

Indian 

Elysium 

Vishnu 

LG 

Indian 

Ml Celestia 
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Power 

al 

ran! h cou 

Plane 

Power 

AL 

Pantheon 

Plane 

Lit e r a t u r e/ w r it in tj/spe e c h. 


Marriage/fidelity 



Denelr 

NG 

FaenOmlan 

Beastlands 

Frigga 

w 

N orsc 

Ysgard 

Oghma 

KG 

Celtic, 

Out lands 

Hera 

CN 

Greek 

ArUorea 



Facruniau 


[sis 

LG 

Egyptian 

* 

Vldar (silence} 

CG 

Norse 

Ysgard 

Nut" 

NG 

Egyptian 

Elysium 





Irish na 

LG 

Sea elf 

Wanders 

Longevity 




* Isis maintains realms 

on Elysium and Arcad 

ia. 

Lafoelsss Etiurdh 

CG 

Elvish 

Arburca 

■* Nut oversees coupLes forbidden to marry. 


Shou Using 

CN 

Chinese 

Ysgurd 









Mercy 




Love/Iust 




lallanis 

NG 

Giant 

Arborea 

Aphrodite 

CG 

Ci reek 

Arhnrea 

Kuan Yin 

LG 

Chinest 

Mt. Cdcsiia 

Chih-Nii 

CG 

Chinese 

Arborea 

Vishnu 

LG 

Indian 

Me. Cdestia 

Frcya 

CN 

N oise 

Y s gird 





Hanali Celaniil 

CG 

Elvish 

Ariwea 

Mining/mo unt 

a ins 



lallanis 

KG 

Giant 

Artnrea 

Callarduran 

N 

Svirfnehti 

Bytnpia 

Inanna 

LE 

Sumerian 

B aalor 

Smoothhands 




Sshtar 

N 

Babylonian 

Elysium 

Dumatholn 

N 

Dwarvlsh 

Out la mi s 

Latfme 

CG 

Cerilian 

Arhnrea 

D u nails 

N 

Celtic 

Ouilands 

Sune 

CG 

Eaerunian 

Arhnrea 

1 -la rid a 1 Steel skin 

NG 

Gnomish 

Bytopia 

Tnshna 

LG 

Sea elf 

Wanders 

Kurtulruak 

LE 

Kiihold 

Haalnr 





Ulaa 

LG 

Oerth 

Ouilands 

Loyalty/duty 








Eachthighem 

CG 

Unicorn 

Wanders 

M-isckief/trickery 



Hcironeous (honorl 

LG 

Ocrth 

Ml. Cclestia 

Bcshaba 

CE 

Fuen'iniun 

Abyss 

Farm 

LG 

Faeru nian 

Mt. Celestia 

DLancasira 

CG 

Giant 

Wan tiers 





Erevan llescre 

CN 

Elvish 

Arborea 

Maqic/sorcery/spelkasters 


Gakmilak 

LE 

Koboltl 

Gehenna 

Anna in 

N 

Giant 

Ouilands 

Gar! GUttergold 

LG 

Gnomish 

Bytopia 

Avan! 

LN 

Ccnlian 

Meehan us 

Loki 

CE 

Norse 

* 

AZUth 

IN 

Faerunian 

Arcadia 

Nat hair Sgiathach 

CG 

Faerie Dragon 

W a inters 

Boccob 

N 

Oerth 

Our lands 

Olidaminara 

CN 

Oerth 

Ysga rd 

Concllon LnreE hiLiri 

CG 

Elvish 

Arhnrea 

Ounrlinn 

N 

kenk j 

Beastly rids 

Deep Sashelas 

CG 

Elvish 

Arhnrea 

Squelaiehe 

CN 

Leprechaun 

Wanders 

DLirinkd 

CE 

Derru 

Pandemonium 

* l.dki maintains realms 

on Ysgard and Pandemonium, 

Elder Elemental God 

NE 

Any 

Dcmiplanc 





Emmantiensten 

CG 

Treant 

Wanders 

Monsters 




Great Mother 

CE 

Beholder 

Abyss 

Druaga (baatezu) 

LE 

Babylonian 

Baa tor 

Hecate 

CE 

G reek 

4 

Kriesha 

LE 

Cerilian 

Baa tor 

llsensine 

1.1: 

TlHthkl 

Ouilands 





Isis 

LG 

Egyptian 

it 

Moon/stars 




Kanchelsis 

CE 

Vampire 

Abyss 

Cegilune 

NE 

Hags 

Gray Waste 

Ladugucr 

LE 

Ducrgar 

Acheron 

Celestlan 

NG 

Oerth 

Astral 

Lunitari 

N 

Kiynn 

Ethereal 

Hecate 

( J- 

Greek 


Math MrtLhuriwy 

NE 

Celtic 

Gehenna 

Nanna-5in 

CG 

Sumerian 

Elysium 

Meltifteur 

NE 

Lich 

Gehenna 

Ruomil 

N 

Cerilian 

Ouilands 

Mystra 

NG 

Faertinian 

Elysium 

Sehanine Mocmbow 

CG 

Elvish 

Artorca 

Nullah 

LE 

Kiynn 

Ethereal 

Selune 

ret 

Faerunian 

Ysgard 

O-Kuni-Nushi 

LG 

Japanese 

Ysgard 

Soma 

CG 

Indian 

Ysgaid 

Queen of Air anti 

CE 

Faerie 

Pandemonium 

IsukL-Yomi 

NG 

Japanese 

Elysium 

Darkness 




" Hecate maintains realms on Haatnr and the Gray Waste. 

Kuornit 

N 

Cerilian 

Ouilands 





Sehanine Moon bow 

CG 

Elvish 

Arhnrea 





(mystics] 







— 1 

Soli nail 

LG 

Kiynn 

Ethereal 





Titania 

CG 

Faerie 

Wanders 





Wee Jas 

LN(E| 

Oerth 

Acheron 
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' Hecate maintains realms on Baator and the Gray Waste. 
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Power 

AL 

Pantheon 

Plane 

Power 

AL 

Pantheon 

Plane 



Poison 




Apollo 

CG 

Greek 

Arhorea 

Mermhaulk 

a 

Yuan-ti 

Abyss 

ttragi 

MG 

Norse 

Elysium 

Talona 

CE 

Feu: nil man 

Curecri 

Rranchala 

MG 

Krynn 

VsgLini 





Corel Ion Larelhian 

CG 

Elvish 

Arhorea 

Pr ot cc T i otic's ;i fer 1 y 



Damh 

CM 

Satyr, korretl 

Wanders 

Arvoretn 

LG 

Hat fling 

Ml Cclcstia 

Ell [strait 

CG 

Elvish (drew) 

Ysgani 

EJalador 

CG 

Were bear 

Wanders 

Lliira 

CG 

Eaenjnian 

Arhorea 

Hiiravar Cloakshadow 

NG 

Gnomish 

Bylopia 

Milil 

MG 

Faertimari 

Beastlands 

Be rron a r T ruesil ver 

LG 

Dwarvish 

Mt. Celestia 

Odin 

CG 

Morse 

Ysgard 

Ciil lurdiL ran 

M 

Syirfnebli 

Hytnpia 

Gghma 

M 

Paerun tail 

iiui lands 

Smoorhhands 




Olidanimara 

CN 

Oerth 

Ysgard 

Each thigh cm 

CG 

Uni co nt 

Wanders 





Gaknulak 

LE 

Kobold 

Gehenna 

Nature/wild. 




Gaerdal Iron hand 

LG 

Gnomish 

Bytopia 

Beory 

N 

Gerlh 

Prime 

LiurJ G Mttcrgol rl 

LG 

Gnomish 

Bytopia 

Chislev 

N 

Krynn 

Heartlands 

Helm 

LN 

Faertnlan 

Mechanic 

Fkiarb (groves) 

NG 

Faertinian 

Elysium 

Koriel 

LG 

Ki-rin 

Wanders 

Hiatea 

N 

Giant 

Elysium 

Kuan-ti 

NG 

Chinese 

Elysium 

Ki 

N 

Sumerian 

Prime 

1 ad uglier 

LE 

Ducrgar 

Acheron 

Lao Tin 

LN 

Chinese 

Ethereal 

Sy ran it a 

NG 

Aarakocm 

Arhorea 

Midikki 

IMG 

Finnish,, 

Heartlands 

Yondalla 

LG 

Hal (ling 

Mt, Celestia 



Facrunian 






Obad-Hai 

IN 

Oerth 

Dutlanda 

Rage/ anger 




Obcron 

MG 

F aerie 

Wanders 

Modi 

CG 

Norse 

Ysgard 

Pan 

CM 

Greek 

Prime 

SargonmiS 

LE 

Krynn 

GehennEi 

Segojan Earth caller 

NG 

Gnomish 

Bylopia 





Sheela Peiyroyl 

N 

Hal fling 

OutJands 

R it 1 ues/l e a de rs/auth or i f v 


Silvanus 

N 

Celtic, 

OuLlsimls 

1 laelyr 

LG 

Ccrilian 

Mt. Cclestia 



Facrunian 


Magtuhiyei 

LE 

Goblin 

Acheron 





Nomog-Geaya 

LE 

Hobgoblin 

Acheron 

Qfadea/propltecy 



Ha lad me 

I.G 

Krynn 

Mt- Celestia 

Apollo 

CG 

Greek 

Arhorea 

Ra 

IN 

Egyptian 

Arcadia 

Gaea 

N 

Greek Titan 

Prime 

Zeus 

M 

Greek 

Arhorea 

Kuart-ti 

NG 

Chinese 

Elysium 





Soma 

CG 

Indian 

Ysgard 

Skilt/emccllenc e 







Lugh 

CN 

Cel lie 

Out lands 

Paiw/tortm*® 




Sif 

CG 

N orse 

Ysgard 

Duragor 

Cb 

Werewolf 

Wanders 

Tymora 

CG 

Norse 

Arhorea 

Di Irinka (cruelty) 

CE 

Derm 

Pandemonium 





luz 

CE 

Oerth 

Prime 

Sleep/dreams/niglitmarefi 


Loviatar 

LE 

Finnish, 

Gehenna 

Incabulos 

NE 

Oerth 

Gray Waste 



Faerimian 


Mcirshaulk 

CE 

Yuan-li 

Abyss 





Ram epos 

CE 

Bullywug 

Abyss 

Pas^i ion/p l e a. ;>ure 



Sehanlne Moo rib uw 

CG 

Elvish 

Arhorea 

Aastrrtnian 

CN 

Dragon 

Ysgard 

Untamo 

N 

Finnish 

On l lauds 

Bast 

CG 

Egypiian 

Ysgard 





Piancsstia 

CG 

Giant 

Wanders, 

Smith ing 




Freya 

CN 

Norse 

Ysgard 

Ama-Tsu-Ma ra 

N 

Japanese 

Byropia 

Pan 

CN 

G reek 

Prime 

Fla nd bL Steel skin 

NG 

Gnomish 

Bytopia 

Sane 

CG 

Faeruntan 

Arborea 

Garl Gllttergold 

LG 

Gnomish 

Bylopia 





Goihhniu 

NG 

Celtic 

Gutlands 

Peace/diplomafy 



Grind 

N 

Faerunian 

Oil tlands 

Eldath 

MG 

Facrunian 

Elysium 

Hephaestus 

NG 

Greek 

Arhorea 

Jaz.ii rian 

LG 

Couail 

Mi. Celestia 

Mora din 

LG 

Dwarvish 

Mt, Celestia 

Kuan-ri 

MG 

Chinese 

Elysium 

Reorit 

N 

Krynn 

Arcadia 

Ran 

LG 

Oerth 

Mt Celestia 





Surminarc 

NG 

Selkie 

Elysium 

Social order/bekavi 

or 






K'ung Fu-lzu 

LG 

Ch inese 

Ethereal 

PlayfulneSs/curioSity 


Shang-ti 

LG 

Chinese 

Mechanic 

Icrrht 

N 

We retigers 

Beastlands 





Trishna 

LG 

Dolphins, 

Wanders 






sea elves 


+ ] Sfl ♦ 



Power AL 

£ p ri ng /qr owt li 

i 3 (wthcou 

l'la tie 

Idun 

CG 

N u rse 

Ysgard 

Laibander 

MG 

E-aerunian 

Llysium 

Mitra 

LG 

Indian 

Ml. Celestia 

Stealfh/condealment 


Rrandobaris 

N 

Hal fling 

Wanders 

Gaknulak 

LE 

Kobo Id 

Gehenna 

Squerrik 

Lt 

Wereral 

Gehenna 

Strength 

Baligfru 

LF 

Oicishi 

Acheron 

Kurd 

CG 

Qerlh 

Ysgurd 

Kostchtchie 

CE 

Giant 

Ahyss 

Magrij 

CG 

Norse 

Ysgard 

Vidar 

CG 

Norse 

Ysgard 

St rife/feu d n/dU s c o 

rd 


Ares 

CE 

G reck 

Arirorca 

Belinik 

CE 

CerilLan 

Pandemonium 

Cyrfc 

CE 

i aerflnian 

Pandemonium 

Hcxior 

LE 

Otrth 

Acheron 

Laid 

CE 

Norse 

* 

* Laid maintains 

realms tm Ysgard arid Pandemonium. 

Sun/heat 

Arnaierasu 

LG 

Japanese 

Ml. Cekstia 

Avani 

m 

Ctrilimn 

Met h anus 

Bdenus 

NG 

Celtic 

Elysium 

Frey 

NG 

Norse 

Ysgard 

Homs 

CG 

Egyptian 

Area til a 

Felor 

NG 

Qerlh 

Elysium 

Ru 

LN 

Egyptian 

Arcadia 

Savitri 

NG 

Indian 

Elysium 

Slronmaus 

NG 

Giant 

Bcastiands 

Surya 

LG 

Indian 

Ml. Cciesiia 

Utu 

CG 

Sumerian 

Arborea 

Territory 

Bargrivyek 

EE 

Goblinold 

Baator 

Gruumsh 

LE 

Greish 

Acheron 

Vhaeraun 

Nil 

Elvish (draw) 

Career! 

Thieves 

Brand charts 

H 

Haiti mg 

Wanders 

Eldilt 

CN(E] 

Cerilian 

Pandemonium 

Erevan llesere 

CN 

Elvish 

Arborea 

Hermes 

CG 

Greek 

Arborea 

Mask 

NE 

Facruniun 

Gray Waste 

Quorlinn 

N 

Kcnku 

Beast lands 

Shsrgaas 

NE 

Orclsh 

Gehenna 

Squerrik 

LE 

Wererat 

Gehenna 

Sung Chlang 

NF 

Chinese 

Gehenna 

Vergadain 

N 

Dwarvish 

Out la rids 

Vtiaeraun 

NE 

Elvish fdrnw) 

Careen 

Time 

La betas Knareth 

CG 

Elvish 

Arborea 

Lcndor 

I.N 

Oerih 

Mechanus 

Tsuki-Yumi 

NG 

Japanese 

Elysium 


Power 

AL 

Pantheon 

Plane 

Truth/trust 

Btrronar Trues!] ver 

LG 

Dwarvish 

Ml Cefcstia 

Chung KupI 

LG 

Chinese 

Ml. Ceiestia 

Cyreotlalee 

LG 

Halfllng 

Ml, Celesiia 

High God 

N/A 

Kiynn 

Unknown 

Uudead 

Chemosh 

IE 

Kiynn 

Abyss 

Faiuzure 

NE 

Dragon 

cpreeri 

Kanchelsls 

CE 

Vampire 

Abyss 

Kiaransalec 

CE 

Elvish (draw) 

Abyss 

Metllfkur 

NE 

Lich 

Gehenna 

Yeenoghll 

CE 

Ghoul 

Abyss 

V«getfttion 

Emmanhensien (trees} 

CG 

Treant 

Wanders 

Osiris 

LG 

Egyptian 

Arcadia 

Soma 

CG 

Indian 

Ysgard 

Vengeanc e/i-even.ge 

Bllbdoolpoolp NE 

Kuo-toa 

ELem. Water 

Diankarazan 

CE 

Derm 

Abyss 

Homs 

CG 

Egyptian 

Arcadia 

Kiaransalec 

CE 

Elvish [drawl 

Abyss 

Lei Kung 

LE 

Chinese 

Acheron 

Sargcmnas 

Li 

Kiynn 

Gehenna 

Violence/mupdeir/bloodlust 


Ares 

CE 

Greek 

Arburca 

Cyric 

CE 

Faeruni a n 

Pandemonium 

□a rigor 

CF. 

Werewolf 

Wanders 

Hruggtk 

CE 

Bugbear 

Pandemonium 

Kanchchis 

CE 

V Jimp ire 

A tiyss 

Kostchtchie 

CE 

Giant 

Abyss 

Malar 

CE 

Faeruniao 

Careen 

Nerul t 

NE 

Genh 

Carceri 

Pan/uriel 

NE 

Sea creatures 

Gray Waste 

Queer of Air and 

CE 

Faerie 

Pandemonium 

0 ark ness 

Urtllen 

CE 

Gnomish 

Abyss 

Zinzerena 

CE 

Elvish (draw] 

Pri me 

AV ande re r s/traveler s/e wp location 

Baervan 

NG 

Gnomish 

Byinpia 

Wild wanderer 

Celts! ian 

NG 

Oerth 

Astral 

Pumithoin 

N 

Dwarvish 

Outlands 

Riarlanghn 

NG 

Oert h 

Pri me 

Hermes 

CG 

Greek 

Arborea 

l.ugh 

CN 

Cel lie 

Outlands 

Muantimart Duathal 

NG 

Dwarvish 

Ysgard 

Prah 

LN 

Egyptian 

Ethereal 

Puchan 

NG 

Indian 

Beast lamb 

Sc] one 

CG 

Facrunian 

Ysgard 

Shaunriakul 

CN 

Faertinian 

Ysgard 
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Power 

AL 

Pantheon 

Plane 

W a r/b a 111 es/c 

ombat 


Arthur 

CG 

Egyptian 

Ysgarii 

Aits 

CE 

Greek 

Arlturea 

A Hie mi 

LG 

Greek 

Arborea 

Arvorcen 

LG 

Halting 

ML Cdestia 

Bahgtru 

LE 

Oreish 

Acheron 

Bap ho met 

ce 

Minotaur 

Abyss 

Bel ini k 

CE 

Cecil ian 

Pandemonium 

Uangeddin Sllverbeard 

LG 

Dwarvish 

Arcadia 

Cun'll cm l.urethuui 

CG 

Elvish 

Arborea 

Cuiraeeen 

cti 

Cerllian 

Ysgard 

Enlil 

NG 

Sumerian 

Elysium 

Gaerdal Iron hand 

LG 

Gnomish 

Bytopla 

Urolantor 

CE 

Giant 

Carecri 

Gnomish 

LE 

Grids h 

Acheron 

Ha chi man 

LN 

Japanese 

Ysgartl 

H^ulyn 

LG 

CerilLan 

Ml, Cell’s!ia 

Hdmneaie 

LG 

Oerth 

Ml Celestia 

Hextor 

Eli 

Oertli 

Acheron 

Hums 

CG 

Egyptian 

Arcadia 

Hruggek 

CE 

Bugbear 

Pandemonium 

Elneval 

EE 

Oreissh 

Acheron 

lnannu 

LE 

Sumerian 

Baa tor 

tndra 

CE 

Indian 

limbo 

Ishtnr 

N 

Babylonian 

Elysium 

Karttikcya 

CG 

Indian 

Ysgard 

Kiri-Jolith 

LG 

Kiynn 

By lupin 

Kuril 

CG 

Gerth 

Ysgard 

kurtulmak 

LE 

Kobold 

Haator 

I.Ug 1! 

CM 

Celtic 

Out lands 

Maglubiyel 

LE 

Gobi inn id 

Acheron 

Morrigan 

cn 

Celtic 

Chid anils 

Nomog-Geaya 

LE 

Gobi inn id 

Acheron 

Nu tii la 

N 

Celtic 

Out lands 

Odin 

CG 

Nurse 

Ysgard 

Tempos 

CN 

Paerimian 

Limbo 

Tyr 

LG 

Norse 

Ysgard 

Vaprak 

cr 

Ogre 

Abyss 

'Watcr/deas/oceatt/river 


Aeglr 

CE 

Norse 

Ysgard 

Ahto 

JSKi 

Finnish 

Elem. Water 

Brigarttia 

NG 

Cel lie 

Elysium 

IT bull I pools i 

NG 

Fiierijnian 

Elysium 

Habbakuk 

NG 

Kiynn 

Beastlands 

Istlshia 

N 

Fueruniun 

Elcm, Waler 

Mil mm nun mac J.ir 

i.N 

Celtic 

Out lands 

Nesirie 

NG 

Ceriltan 

Elysium 

O-Waia-Tsij-Mi 

KG 

Japanese 

Elysium 

Poseidon 

CN 

Greek 

Arborea 

bncan 

CN 

Oerth 

Li mint 

Tdnul 

NG 

Egyptian 

BytOpia 

Llmberlee 

CE 

Faertinian 

Abyss 

Zeboim 

CE 

Kiynn 

Pandemonium 


Power 

AL 

Pattthvou 

Plane 

Wealth/^reed 

Abhathor 

NE 

Dwarvish 

Gray Waste 

Eshebala 

CE 

Fok women 

Abyss 

Hades 

LN 

Greek 

Gray Waste 

Hiddukel 

CE 

Kiynn 

Abyss 

Lliira 

CG 

Eacrunian 

Arborea 

Nephythys 

CG 

Egyptian 

Arborea 

Sera 

CN 

Cerilian 

Outiands 

Shinarc 

N 

Kiynn 

Outiands 

Urrilen 

CE 

Gnomish 

Abyss 

Vaprak 

CE 

Ogre 

Abyss 

Vbrgadain 

N 

Pwawish 

Outiands 

Waukeen 

N 

Fatfrunian 

Outiands 



Weather 

Aerdric Eaenya 

CG 

Elvish 

Arborea 

Daghdha 

CG 

Celtic 

Outiands 

Indra 

CE 

Endian 

Limbo 

Marduk 

I.N 

Babylonian 

Arcadia 

S heel a Ftrynoyl 

N 

Hal Ring 

Outiands 

Stronmaus 

NG 

Giant 

Beast! a nds 

Thor 

CG 

Nurse 

Ysgard 

Ukko 

LG 

Finnish 

By l op ia 

Rain 

Beoiy 

N 

Oerth 

Prime 

Prey 

NG 

Mopse 

Ysgard 

Kura Oka mi 

CG 

Japanese 

Beast! a nds 

iefnut 

NG 

Egyptian 

Bytop ia 

Storms 




Cuiraecen 

CG 

Cerilian 

Ysgard 

Ramman 

N 

Babylonian 

Outiands 

A Ultra 

NE 

Indian 

Mechanus 

Sec | desert storms) 

LE 

Egyptian 

Bit it LOT 

Suslukho 

CN 

Japanese 

Limba 

Talas 

Ct 

Eaerunian 

Pandemonium 

iefnut 

NG 

Egyptian 

Bytopla 

Zeboim 

CE 

Krynn 

Pandemonium 

Till NtJER 

Lei Kung 

LE 

Ch inese 

Acheron 

Raiden 

CE 

Japanese 

Carceri 

Rani man 

N 

Babylonian 

Outiands 

Thor 

CG 

Norse 

Ysgard 
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INDEX: THE POWERS BY NAIT 1 £ 

An italicized name indicates a minor reference; either* have more substantial entries. The index excludes listings in Appendix JJ. 

Uorrliilt , ...137, 176 


Aa.tffnPMjJM ....... 

..175 

Abbathor. 


Abyssal lords. 

.42, 49, 162 

Aegir ............ 

, , , JG, 141, 17S 

Aerdrie Faenya r ,, „ 

...... .94-95. 173 

Agnl ..... 

.154-155, 179 

Ahto .. 


A if ad i . 

.. .52. IB] 

Ainff-Tsu-Mora . . . . 

.IIP, 159. 179 

Anmterasu.. 


AwatJli-Mjfeui/ysftr . 


Amaunalor ....... 

.152 

Anhur , . 


Animal lords. 


Annatu .. 

.... .175 

Ariiliar ........... 


Anu 


Aimbls. 

...... ,86-87, 173 

Ao .. ,..,, 


AflsAffr .. 

. 52 , m 

Aphrodite . 

.MG, 118. 174 

Apollo . ,1 (4, 

116, 119, 125, 174 

Apomps .. 

t&3 

Apshai ... 


Arawn . .. 

. 66. m. m 

Arts 

.Ilf*. 1 19. (26. 174 

Artemis .......... 

,, . , .116, 120, 174 

Arvnreen ,.... 

... .112, 175 

Athena .,. . + .. T , r 

.114, 1 16, 120 

Auril .. . . , 


Avani ............ 


Azuth . . . . 

.......... .013. 381 

baervan Wildwanderer .106, 174 

Bahamul .......... 


Bahgtru . . . .. 

. 132, 177 

Buladar ........... 


Baldur . 

. 143-142. 178 

Bunf . 

.. 168. 182 

Baphomvi ......... 

t , .49-50, 162. 176 

tiara var Cloakshadow 

., . .100-3 09, 174 

Rargrlvyek ... 

... 130, 132, 176 

bast .. 


Belemis ...... + .. + 

. .. ,66. 69-70, 3 77 

bclinik ... , 


Beaty ,,. ,. 


Berronar Truesilver . 

. 78-BO, 372 

Bes .. , 


flefirafHi ... 


Bhaat .. 

10.2 

Blibdoolpuotp . 

__ 136, S 77 

flocrofc .. 


Brafii .. ....HI- 

-347, 346- 147, 178 

Brahman .. 

. 154. 179 

Bra tich ala . 

. . 164. IflO 

tirantfoharis . . . 

.112, 175 

Brigantia ... ,, . 

- 66, 69-70, 172 

brill aspaii - 

.. 3 54, 179 

Burtmh .. 

.. 53 

Caliarduran Smooth hands .10 fl, 


111, 174 

C'fTOJHPPj'jiPP ,... 

176 

Cegihtfte ........... 

4 H L 4 - 1- 4 - r 9 p1/6 

Cdcsti&n . 


Clrfitfjjrea 

69, 16 1 

OienwA .. 


Vhih-Nii . 



Litiinnoa .,.. 

Chistep .. 

..53 

.. .165. IflO 

OmMepsrs ....... 


CJuma A'jo'J. 

..3 52, 178 

Clangeddin SilviTbeard ., , r r . .33, 


79-80, L72 

Corel ton Later hi an . 

.92, 94-95, 


113. 173 

Crumis. 

,,116, 120-129, 174 

rnwJMUr . 


Currafreti 

. ., ..162, L 79 

Cyrlc..... 

.3 68 169. Iftt 

Cyrrollalee. 


Daghdha, the _ 

,41. 6B-70, 1 18. 172 

OfllMh ........... 


Daraqar . 


Dark Cod ... 


Deep Sa^belas. 

, . , .94-96, 3 27, 3 73 

Pemerer. 

. ... .1 16, 122, 374 

Demogorgon ....... 

.49-50 

Dcttcir . 


Diancastm . 


Diancccht .. 


Diinkarazan 

.. . .76, BO, S3, L72 

Diirinka... . ., 

, ___80, 83, 172 

Dionysus 

.116, 3 22, 3 26, 174 

Pmaga.. 

.64-65, 172 

Dui; atare n Brighi ma nf le .,..80-8 3 , 3 72 

Du in at twin. 

. . . .46, 80-81. 172 

Dutiatis .......... 

, .. 70, 172 

Ffleiprlj intern .. 

I 7r, 

i iijii.diii.dBi.dBJr J 

Ettdrv . 


Eh kali k. 


EHfautw . 

.. .180 

E Ilia [face ......... 

, , .94, 99-100, 173 

Etdath . . 

.tfll 

Ci 1 tier Elemental Gad 

-. , ,176, 181 

Elttele ........... 


i’pppj'WiJWfvepjij.pert .... 


Enki ............. 

.43, 62-63, 65, 182 

Enlil. 

. 62-63, 172 

Erevan Hesere ...... 

76, 94, 96. 306, 3 73 

Erik 

L- L In 

.. 163, 3 79 

Frylhnul . 


Eahetmta .. 


Faitfrure . 

. 176 

Fenrrtarui Mestarine . 

, t , ,94,96, 98. 173 

Ferwr ..... 


Fhirnlffrrfjfhpp . 

. -- , J 6b, 180 

Fifttwqltualti . 

.. 175 

Flandal Sreehkin .. . 

. IQE-l10,1 /4 

Forscii ..... . 


Frey . .. 


Frey A .... 

.141, 141, 178 

Fritfga ------- 

,141, M3, 146, 170 

Fu 

.152, |7H 

Furies, the .. 

A 16-117, 123, 174 

Gaea . ... .4 3 

, 3 16, 32S-129, 174 

Gaerdal Iron hand .. 

.108, MO, b/4 

GflJtmuhak . 

, ... t ?6 

Garl Glillergtdd .... 

.106, 108, 174 

Gcb .. 


Gjlean .. , , 


Gtrru ... 

.64-65, 172 

Goibhnto .. 


Gond . 



Grankhul ....... 


Great Mather, riie 

. 175 

Gralantor ...... 


Grumba r 

........... ,53, Id3 

Gmumsh . 

. . . .125, 133-134, 17? 

Gzemnid . 


Hnbbalnik 

.. 164, IflO 

Haddmfln . 

. 56, 150-169, 179 

Hades 

* , . .116. 122-123, 3 74 

Hadyn . 

..163. 379 

Hanali Cdanil ... 

..94, 98, 119, 173 

Hecate ... , 

_ 13 6, L 23, 125, 174 

] B i n ;d a 11 

341 146-147 178 

HerrnpPfftfCb . 

. bflO 

Hel . 

_ ..*14 1, 146, 178 

Hdppi . 


Hephaestus _ no, 3 16, 3 b8, 125, 174 

Hern ... 1 

16, 1|8, 3 22, 1 25, 174 

Hermes.. 

-44. 116, 125-3 26, 3 74 

Hertnr . 

. , 3 80 

Hititcu ......... 


Hiddukcl . 

. 3 65, 1 BO 

High Gait . 


Hiisi . . . * *. 

. .102, b04, 173 

Ifa Mitsubi . 
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bv Qmfi McComtt 

L> ifi ;*ACX D. KNIGU'J ■■ ^CAjsrfEnOOZ+DALNJ 

THfi p®wfiRs mevfl in mvs+fiiueus ways. 

A+ UAS + , +aflY DID — UN + ll H©W 

H Wo ordinaiy tome can hold I he powers of the planes, berk. That’s why On Hallowed Ground 
is two books in one. In the first chapters, learn wjjrff divine compacts keep the gods from 
B BBMj tearing the multi verse apart. Get the dark on turning player characters into proxies. Find 
out what happens when a spellslinger brings a petit inner back to life. And tumble to the awesome 
prestige — and awesome danger — of walking the Great Ring as a priest. 

T he second pah of On Ha Hawed Ground delivers the chant on hundreds of ADftD® game 

powers, from Aasterinian to Zivilyn — and just about every high-up in between. More than a 
summary of old material, it updates the AL)£tD game’s gods for the Planescape ^ 1 campaign 
setting, featuring their trusted proxies their brash rivalries, and their hard-won roles in the cosmos. 

Written for Dungeon Masters and players, this 192 -page, full-colnr book includes; 

+ 20 separate pantheons detailing the powers worshiped by humans, demjhnmnns, and monsters (including 
the deities of the ADEtD game worlds), Zeus, Sung diking. Gruumsh, Takhfsls - they’re all here, 
based on chant from .Legends B Lore* the Deities Et DFMifioos m book, Monster Mythology^ and ADBD 
game world sources. 

♦ Mew ideas and rules for priest characters on the planes. 

♦ lips on mating, visiting, and surviving divine realms. 

♦ A look al powers favored by factions and plane walkers,- 

nsive appendices listing gods by pantheon and portfolio. 

♦ i utl color maps of realms glorious and infernal. 
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